The magazine for hardcore Amiga enthusiasts! 
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From the makers of AMIGA 



Visual 
Vibrance! 

We review and rate 
three new graphics 
programs - Photogenics, 
Imagel^ 2.0 and 
Personal Paint 6.1 

Plus - the real story of 
the rise and fall of 
Commodore. Find out why 
they really went into ^ 
liquidation and exactly 
what has happened since 

Wordworth 3.1 & 3.1SE - 
has Digita got it right this 
time? See page 21 
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Vr-LAB MOTION is it a PAR beater? PIZZAZ, WORDWORTH 3.1 
AIND AURA reviewed, PROGRAMMING, COMMS, ASSEMBLER „ 

' ' ' Your guarantee 

ALND MUSIC tutorials & THE BEST OF AMIGA PD & SHAREWARE of value 
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Lale Night Opening 
idnesdays&Thurdays ' 
lill 7.30pm 



u^miouiiuijy 

11 am to 4pm 



HOWTOORDER 

Older by telephone quoting your credit 



siSiiiiH 



cr^ 



uole a phone number, postcode & Dept. 
.illowS working dayschequeciearance 

SHOWROOM ADDRESS: 

DEPT. AS, UNITS, ARMLEY 

PARKCOURT, STANNINGLEY 

RD,LEEDS,LS122AE. 



.SSire™'''Tf5 7-e/ephoneO1 13 2319444 

•Standard delivery E1.95 ^^ ^^j; ^^^^ ORDER SERVICE FAX: 01132319191 

• Next Week Dav £495 W£lV.'BBSModemsales&technicallineTel01132311422 



COMPUTER CENTRE 
PRINTERS 



Aii our printers Illi lilil Iiiiii i M 

printerdnuers(ifauaiiabic),paper&cables.'.'^V 




2% surcharge on Amex 



•Next Week Day £4.95 

Delivery subject to stock 

•All prices include VAT@17.5% 
•Large showroom with parking 
•Multi-million pound company 
•Overseas orders welcome 

•Educational purchase orders welcome 

CPEN7DAYSAWEEK 

Prlcesarecoireclanhstlnieol going Lo press. Please check our 
laleslfirlcesbeforeardering.Allsalssaresjbjccttoourslandard 
terms a c and ltlons(capy available upon request). E&OE. 



fEASY ACCESS FROM M62, Ml and the Al" 
M6Z/M621 * ^ AfiMLEi 

-' A G 4 7 




^FA^NELLS LIVING 
WORLD 
ARM LEV 
GVHflTORy 



FIRST COMPUTER 
CENTRE 



Fiptp Itie Mt fnu™ 5lQn5 Tor the U^^Sl. TaJe AtJj EllonB fid lurnod Iraip 
USJ1. Follow ^Ign* lor fiSS This mcrgfls wiili flnnley oyratory 
fmmlhs Al flte the IvmoU loi Ihe AH.TWa mnrgoawllh llio ASe (bj. 
I passing Leedslowncenlrt) which rn»i« the AFTnloygyrBlDiv 



AMIGA REPAIR 



We oiler a FREE quolauon on your 

Amigaorany 
peilptieral 
{monrlora. 
printers etc). 
A delivery 
larlffoticjst 
ES.DDis 
charged ar 
allernalively 
you can uisit our shomroDm. We can 
alsDarrangeacourierpichupalan 
addlllniral cost Din till). 




SUPRA MODEMS 



Catiofi 



CanonBJIOsx E184.99 

Uiserqualllv aulpuL Latge bufler 

Canon BJ200 £239.99 



Canon BJC600 Colour E434.99 

fli;/ bjbbl9Lr>| from Caro;i 

8 J1 Autosheetfeeder E49.99 

Canon BJC4000 Colour £419.99 



CITIZEN 



Citizen printers have a 2 year guarantee 
ABC Colour printer £1 54.99 

simple Lsseaayss ABC) ID use 24 pin prlnlei. Cameads 

standard wrllN 5Q sheel Aulas heBlFoed or. TrBctoi ieod 

apllonjitJi|??7 99 

on I V £ 1 3-1 .99 if bO jgh I w\ IHDl I Ihe colour aplJon 

Swift 200 Colour £181.99 

Sameoui|iuias1>ie?4(]b<ilwllfllessfacilllles 

Swift 240 Colour £218.99 

24 pi n, 24Qcp& drati, 1 D !□ nl5. qu lei mode, 24D[:p5. 

NEW! Projel II Colour £245.99 

new Inkjet primer with bdll In auto sriee I leader 

Swift Auto Sheet leeder £79.99 



EPSON 



£149.99 
£209.99 



Epson LX300 Colour 

9 Pin BQ caluin n c dIou r 

LO150 Colour 

;.|Pln[liBn2r6cps,L07Scps 

Slyliis80Q+ £249.99 

aSNni7li>inklel3Gaj[3EOdpi;[iiEi)l<]05l1?eileeaei 

.S7v/u.s Colour £449.99 

Cciini]rlrih|ol,36(li360dpi.7IQiT3Qlon5neclalpacBrl 

nnm Hewlett 

:7U PACKARD 

HP 320 portable £234.99 

NEW! HP520 mono £259.99 

HP 500 Colour £304.99 

NEW!HP 560 Colour £439.99 

' nines iBsler man II19 HP5D0CI1 All HP prlnlEis coms >illh a 3 
year wananly ,hl -, 

StarLClOO Colour £124.99 



SlJirhpv? addf>d 3 nen dot malrU prlnlers Ed Ihelr range 
lea tu ring a buHl in ^5 sheet aula sheet leeder 

Star LC90 9 pin mono £1 09.99 
Star LC240 24 pin mono £1 25.99 
Star LC240C 24 pin Colour £1 44.99 

Traclor Feed for the rew range only C1 5.99 



StarSJ144Colour £249.99 

Stunning alfordable colour phnler. 3 PPM, law running [:a5ls 



CONSUMABLES 



QTY DS/DD DISKS Branded DS/DD 



10 
30 
50 
100 
200 
500 
lOQO 



£■1.49 
£12.99 
E20.99 
C37.99 
E69.99 
ei 68.99 
£324.99 



£5.49 
£14.99 
£22. gg 
£42.99 
£79,99 
£190.99 
£365.99 



All diste arc juaran^ 1 00°.';^ AH tyandal disks one vrilh lebeb 
Dlsitlabels500 E6.99 1000 £9.99 



Ribbons 

Cili7en Swifi mono ribbon £4.99 

Citizen Swift Colourribbon £13.99 
StarLCIOOmono £3.69 

Star LC2Q0 mono £4.99 

Star LCI 00 colour £7.99 

Star LC200 colour E12.99 
Star LC24-30 mono £8.99 

Star IC24-30/200 Colour £11.99 

Re-Ink Spray lor mono ribbons £1 1.99 

COVERS 
StarLCIO/aOcover £4,99 

Citizen Swilt/ABC £5.99 

HP300;550.'510 £5.99 

Star LCZ4-3D0.'30/1 00/200 £5,99 

PREMIERInk Refills 



^ ink/bubbleloL 
£ many aiders . 

Single refills (22ml) £6.99 

Twin refills (44ml) £12,99 

Three colour kit (66Tnt) £19.99 

Full colour kit (88inl) £27,99 

Bulk refills (12Smi) £2'!, 99 

Cartridges 

Canon BJIOcartridge £18.99 

DoubieirfeSOO cartridges £24,99 

HP550/500 Colour cartridge £24.99 

Star SJ4S cartridge £18,99 
StarSJIMmono orcolour{3pacl() £21.99 

Miscellaneous 

Printer5wiIohBax2way !:12.99 

PrrnlerSwitch Box 3 way £ 1 7.99 
PrfnterStands(ltnivBrsal)savBonspace£4.99 

3 Metre printer cable £6.99 

5 Metre printer cable £8.99 

10 Metre printer cable £12,99 



Suj^apMMModem 288 

Siiperfasl,'28,800bp5+ 14,400 Fan 
Phone for more details Only £229.99 

Suprap^MMoSem 144LC 
V.32 bis {14400 baud .0 

Low cost vers lonollhec1^ssicV32Bls Fan madem. Pea lures 
Qsdelowbulclass 1 favanlyand LEDdhsplJiy 

only £136.99 

S up rs modems are not BftBT approved, however Ihev per- 
larmaswell & allfln aulpE^rlDrm BABT approved modDiTiB. 
S u pra Modems h ave j 5 y e^ t 1 1 m Uej wa rra nly 



NEW LOW 
^^^_ PRICES! 

S upra^ MMMoaem v.52bis 

This [PDdBiTi hDS full 114D0 baud. Includes V,32bi9, V,32. 
V.ZSbIS, Viz. V2l,MNPa-5.V.d2.V4Zbl5. Class 1 a ZcDin- 
mands, 9600V1 JJOOGroupaFai.lncludealreomDripmcarrms 
(natFai)s.w&cabls 

only £169.99 
supraPMMi Plus E101.99 

Even lazier IFinn iha slJindard SAQO Irom Suprs wllh auto 
dial & auto receive. 9600 bps Ha^es comp. V2:!BLs, V4S BU, 
Mr^P 2-5 &. Bulo aa\uE.l to maxImlBB Iranamlsslan speeds, 
includes rreemadem CD n>nia(ital Fail) s/w Arable. 

Suprm 2400 £57.99 

GB|Dnllne[Jslrkgini5grei]lvD]uGlas1iTLO[fi>niwl1hiiulo dl^il 

& receive. 24DQ baud Hnvn^ camp V2? SIS. Includes Troe 
mode m comm s s ■m 1 ca oi e ." 



[IRKobotiGs 



DISK DRIVES 



WE ARE PREFERRED USR DEALERS 

NEW! 




onty£279.^ 

lealuresVS'), 28,800 BPS, 
B A BT approved 
MvoullTDughlV32blswa!faEMryV3d|2e.aaOD|IS|. 

Sportstei 2496 +Fax £1 04.99 

Sportster 14400 Fax El 36.99 

WBRtDPORT^ 



WoridPort 2496 +FaK 
WoridPort 14400 +Fax 



El 81 .99 
E205.99 



Amazing price reduction on 
Courier Dual Standard V34 Fax 

Now only £31 6.99 



ModemcablelorSportsterandCouriw£9.99. 
USR modems come with a 5 year warranty 
3, are BABT Approved 



SPECIAL OFFERS/ 



DislantSunsS E35.99 

Persorfal Paint V4 £29.99 

Tcchnosound Turbo £20.99 

TechnosoundTurbo2 £28.93 

Wordworlh 2 AGA with Print Mgr & Day 

To Day Planner £39.99 

Workbench 2.1 software and ROM 

upgrade (complete with manuals) 

DniyE74.99 

Roboshift automatic mo use/joystick switch 

only £1 3.99 or £1 6.99 with mouse emulation 

and rapid firepush on modules 



AMITEC 

1 mb3.5" 

drive 

oniy£58.99 

Cumana 3.5" £56.99 

1 meg external drive. The best name In | 
disc drives 
A600/1200intemaldr1ve £39.99 1 
A500 internal drive £39.99 

A4000 internal HD drive £99.99 



MONITORS 



I All our monitors are UK spec. All monitors 
come complete witn a tree Amiga lead' 



Hard Drives 



2.5" Hard Drives for 600/ 
1 200 with Installation kit 

inc.software,cab1esandinstnictions 
60Mb....-E129,99 130Mb...-C169.99 
eOMb....'C139.99 240Mb...* £249, 99 

Seagate 3.5" Hard Drives 
with A1 200 installation kit 

(WBrecommend3.S"SeagBledrlvBBrQrtHoirpaseor 

i n SI a llat I on , A Il4i ou g h olhe r ma keg -1 r? compa I Lb Ib, 
Spagalparpcasicrlolnalallbfcau&earihelrsize] 

inc, software, cables and instructions 
260Mb,..,'£159,99 3S0Mb,.,'£219,99 

420Mb.,.,'£234.99 540Mb.„ -£269.99 

720Mb..C359.99 

3.5" H/drive upgrade kit no HD only £22.99 

'Just Add £1 0.00 for fitting 2.5" drives 

or £35.00 for fitting 3.5" drives 

Bare 3.5" IDE Hard Drives 

260Mb £1 35.99 350Mb £1 59.99 

420Mb E174.99 540Mb.... £2 19.99 

FuliSelectionolSCSidriueavailabieEPGA 



Graphics Tablet 



latby 






The amazing new graphics tablet tor the Amiga 
developed with the help ol First Compulers, 94% 
rated in Amiga Shopper August issuei Requires 
I 2,04 WB or above Qtlly £59.99 



ROMBO PRODUCTS 



VIDI 12 RT £139.99 

I neal tlinf> colour digillsing Tram any videc source. 
FljllaGASuBporl.HoqNilP5l2Vo(tPSJ EIZ.SS 

VIDI 24 RT £214.99 

I Z4 bil quallly real lime colour dlfllllilng Irani iny 
vidoQ source. Full AGA support. DeQlies 11 Voll 

|vrDri2AGA £59.99 

Full supporl lor AGA cnipset Colour Images capiuiBd In 
I Ies5 insn a second, mono Images In real iimc niih ;inv 
1 5Durce. MuLlltasking B<w. cut & pasle 



CD ROM Drives MICE&TRACKERBALLS 



Microvitec ALitoscan1438 



,28 dpi, 15/3B KHz, all Amiga 
modes, AGA compatible. No 
audio, lilt Aswi veil stand, 

only £289.99 



WEM'/PhilipseeSSMKII 

I This famous SlerEo, colour monhor is back. 
I Complelewilh l^monlhonsilemainlenance 

only £234.99 

lilt and swi veil stand only C9,99 when 
purchased with monitor 




A1200 OVERDRIVE CD-ROM 

NowwilhAlien Breed, Project X,F17 
Challenge, Qwak, Brutal Football 

only £229.99 

I Inlorn Ql SC SI CD-ROM drives lor Itie d 1500' 2000 '4l){>II(tv lib 

J sullaCle SCSMnlerlacel. All drlvG^inclurlDdriveis.'vi Swill 

|readCOTV.CD3!5,PCIE09eODs(pndprddlBks.E<leinnlklla 

lor A3IID0 also available 

NEC Multispin 2X1 Internal £167.g9| 

« 265MS Access time*355KB1ranslerrate 

SONY CDU 561-25 £1 1 4.99 

lnleinal!CSiCO-ROMdrl«erora[l00.4DOO 

TOSHIBA3501BQuadSpeed £254,99] 

« 38SI^ Access time*30GKB transfer rale 

External version. £259.99 

Tandon IDE CD ROM Controller 
forusewith Mitsumi only£64.9g| 
GVPA4008SCSIcontroller E122.E 
OktanonRcSi controller E119.E 






Alptia Data Mega Mouse £1 2.99 

90% rating. 400 Dpi 

Zydec Trackball £29.99 

Alfa Data Crystal 

Trackball only E34.99 



GENLOCKS 



ACCELERATORS RAM EXPANSION 



VIPER 68030 TURBO only £149.99 

68030 accelerator running at 2aMhz 

expandible la 8 Mb 32 Sit RAM (see RAM 

prices) Optional SCSI adaptor. 

ADDITIONAL 32 BIT RAM 

Just add the price of 32 RAM in this 

advert to the Viper board to gel 

your configuration price 

SUPRA 28 ACCELERATOR 

for the A500/A500+& A1 500/2000 

28 Mhz, uses A500 side port so 

there is no internal fitting 

nowonly £127.99! 



MISCELLANEOUS 



Amiga 500/600/1 200 PSU C39.99 

Amiga 500/500Pluskeyboards £45.99 
Amiga 500 Pius Motherboard £29.99 
Amiga 500 Plus cases £12.99 

QUALITY MOUSE MATS £3.99 

10 CAPACITY DISK BOX £0,99 

20 CAPACITY DISK BOX E2,99 

40 CAP LOCKABLE DISK BOX £3,99 
fOO CAP LOCKABLE DISK BOX £5,49 
•90 CAP STACKABLE BANX BOX £9,99 
*150 CAP STACKABLE POSSOBDX £17,99 
'addO.ODdeliueryilpurcrissir^gjuslonePossaDrBenibax. 
Normal delivery nlien purcliased wilh [>lher product or 
whan bLying 2 or morp. 

AMIGA A500 DUST COVER £3,99 

AMIGA 600 COVER £2,99 

14" MONITOR DUSTCOVER £6,99 
Keyboard Membrane Covers £14.95 
AMIGA TO SCART CABLES £9.99 
STD 1.8 MTRPRII^TER LEAD £4.99 

MODEM/NULL MODEM CABLES E9.99 

ArvtIGACONTROLSTATIONS 
A500 or 1 200 VERSION E36.99 

A600 VERSION £29.99 



PRIMAA500512kRAM(noclock) C19.99 
PRIMA A500 Plus 1 Mb RAM £34.99 

PRIMA A600 1 Mb RAM (withclock) £39,99 



32 BIT RAM (for A4000 etc) 



CHIPS 



Copro'sforuscwith A4000 & acceleralo rs 



SPEED 


PLC 


PGA 


25 Mhz 
33 Mhz 
SOMhz 


£45.99 

£53,99 

N/A 


£49.99 

£89.99 

£137.99 



hams ON DEMO NOW! 

I The Professional answer 
\hama292 £279.99 

S- Video, and composite compatible 

\hama290 £688.99 

|S-Video,andcompositeniixing,plustarmore 

hama A-CUT Video 

EditorEI 85.99 

IGVP Genlock £289.99 

features professional SVHS output 

locgenPlus £164.99 

I Includes duel cDnlrol tor Dverlav and keyhole eHecls,e'tra 
I RGB passlhni.ChecklDrcDnipatlbllily 

|Rendale8802FMC £164.99 
£164.99 




Stereo/Speaker Systems 



Aerospace Deluxe £47.99 
ZyFi Stereo System £33.99 
ZyR Pro Stereo System £57.99 1 



SOFTWARE 



MISCELLANEOUS 

Distant5uns5 £35.99 

MUSIC/SOUND 

Deluxe MusicConstruction Set v2 E59.99 
Pro Midi Interface by Microdeal £24.99 
Techno Sound Turbo 2 E2B.99 

Tecno Sound Turbo £20.99 

PROGRAMMING 

AmosProlessional £47,99 

Amos Professional Compiler £24.99 

BlizBasic2 £53,99 

Devpac3 £50,99 

PUBLIC DOMAIN Top 20 

Amiga CD-ROM drives/utifs |PDACD1)Msht;350 
CilparllOPack [PDflC25) 1 disl(.£:i2.50 

Clipart Disk 1 (MacArt) (PDAC[)1l1(iisk.C1,50 



Ciiparl Disk 9 (Garlieid) 
Clipart Disk d (Food) 
Ami Base Pro V 1,8 
9 Fingers Demo 
EdwordProV4 
Easy Caic Plus 
Klondike AGA 
Mindwarp AGA Demo 
Motorola invaders AGA 
Magic Workbench Utils 
PC Task Emuialor 



(PDAC0911(lisk,Ei50 
IPDACMlldiskllSO 
(PDAC01)1tlisk,i:i.50 
(PDA033)2dlsk,!2a 
|PDA005)1disk.[1.50 
(PDAD06)1disk.n.50 
(PDA013)3dlsk.!:275 
(PDA015|1disk.n.30 
(PDA01G|2disk.!:225 
(PDA0l7)1dlsk.i:i.50 
{PDA019)1dlsk.n.50 



Imb by 8/9 SIMMS (1 Mb) £34.99 
4 Mb by 9 SIMMS (4 Mb) £144,99 

1 Mbby4DRAMS(1Mb) £39,99 

1 Mb by 4ZIPS(1/2 Mb) £32,99 

25Gby4ZIP5 (each) £5.99 

256 by 4 DRAM (DILs) (each) £5,99 

Kickstart1.3 £23.99 

Kickstart2.04 £30,99 

Kickstart 2.05 (tor use in AGGO) £30,99 
Fatter Agnes e372A £26.99 

SuperDenise £18.99 

6571-032G Keyboard controller £13.99 
CIA 8520A I/O controller £10,99 



PR MA CO-PRO & RAM 



A1ZDD Wllh Ihl9 



'.'J,n: 



Use Ihe full poll 
llrandaarsipanslon. 

1 MB RAM £91.99 

2 MB RAM £139.99 
4 MB RAM £194.99 
8 MB RAM £339.99 

|2 MB & 33 MHz CO PRO £194,99 

4 MB & 33 MHz CO PRO £244.99 

8 MB & 33 MHz CO PRO £339.99 



SCANNERS 



Alfa Scan only £1 1 4.99 

hand hold acDnrenhllh 256 gre ^scqIq s antf up Id BOO Opt 

add £25.00 for OCR software 
Alfa Data Alfa Colour Scan 

taiillscsiiiiei»llti2S6KL:ijlaiir5lnccij1auri:ijnei:llon 

only £329.99 
Power Scanner V4 £1 1 9.99 

With Ihe lalBst version A s,w lor brlghl fi sh^rp Qifly scale pedormance, 
Flptlbl!> scanrod Imaqi dlapFay m irIpiilJiliDn apllcrs, plus Clean up , 

Colour version only £239.99 
IEPSONGT6500 Colour Flatbed 

only £589.50 phone tor details 

Art Department Pro 
Scanner software £99.99 



Spectrum Emuialor version 1,7 {PDA027)1dlsk.n.5C 
Spectrum Games Disk, (PDA02B)1 dlsk,!:i.50 



FilCliicksAGA 
Mega Bali AGA 
Reiokiek1,3 
AndysWB3Utils 
First Fonts Disk 2 
First Fonts Disk 1 



(PDA030jZdlBl(,£225 
(PDA050)1dlsU1,SI 
(PDA011]1dlsk.E1JO 
|PDAa31)1dlsk.£1.5D 
(PDAFCI2)1disk,£250 
(PDAF01)1dlsk,£2iO 



UTILITIES 

Directory Opus 4 £51.99 

GP FAX 2,3 software £49.99 

Xcopy Pro inc, hardware £Z1 .99 

VIDEO AND GRAPHICS 

Deluxe Paint 4 AGA £39.99 ' 

Make Path for Vista £8.99 

Vista Pro 3 (4Mb required) £29.99 

WORD PROtESSING/DTP 

Final Writer DTP WEIV,' £72.99 
FinalCopyV2UK„Weiv Low Price/ E4S.99 

Pagestream 3 U.K. version £249.99 

ProPageV4 £109.99 

Protext 4.3 W/P £39,99 

Wordworth 2 AGA inc Print Mgi £34.99 

Wordworth 3 £79.99 



CONTENTS 



.hThis issue 
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FEATURES REGULARS 




JH wise man once told me that "a 
M% rolling slug gathers no moss". 
Wise words, I think you'll agree. In 
the spirit of the aforementioned slug, 
we here at Amiga Shopper are forever 
looking to push forward the 
boundaries of magazine publishing. 
We don't have any comprehensive 
roundups of slug rollability, but we do 
have the real story of the rise and fall 
of Commodore, not to mention 
reviews of three new graphics 
programs. What more could a 
downwardly mobile slug ask for? 

Richard Baguley - Editor 



Visual Vibrance 




Three new graphics programs 
have hit the scene. 
Which could turn you Into a 
pixellated Picasso? 



Is Wordworth 3.1 Just 
what the doctor 
ordered? Will 
Wordworth 3.1SE nil 
a hole In the word 
processor market? 
Jeff Walker examines 
them both on page 21 



The second D of 3D 
Is... Decoration. Learn 
how to wallpaper your 
virtual world with Mojo 
of Foundation Imaging 
- on page 32. 




COMMODORE 

- THE REAL STORY 8 

Rnd out what really happened to 
Commodore International with our In-depth 
feature. Tim Green investigates. 

THE THREE DS OF 3D 32 

Mojo Seffa of Foundation Imaging gets on 
to the second D - Decoration. 

PUBLIC DOMAIN 76 

Graeme Sandiford cliecks out the latest 
low-cosi and noxost serious software, 

REVIEV\fS 

PIZZAZ 16 

Can this newcomer overcome the old 
classics of tlie video titling world? Gary 
Whiteley checl<s it out, 

V-LAB MOTION 18 

A PAR beater for under £500? Gar Whiteley 
investigates the latest V-Lab product. 

WORDWORTH 3.1 21 

Has version 3.1 overcome the problems 
with 3.0? Jeff Walker spills the beans... 

WORDWORTH 3.1 SE 

24 

Will the Special Edition of this program 
really run on an unexpanded A1200? Chris 
Balles finds out the truth. 

PAINT PROGRAMS 26 

Graeme Sandiford and R Shamms [Vlortief 
investigate 3 new paint programs. 

TUTORIALS 

COMMS 42 

Can politicians really be on line? Wavey 
Davey Winder investigates. 

CHESS 62 

Rnally! A version you can actually play! Cliff 
Ramshaw makes his move In our on-going 
programming tutorial 

C PROGRAMMING 69 

Rnd those lost files with our home-grown 
finder utility. Toby Simpson gets busy. 

MUSIC 72 

Tim Tucker looks at a new 12-blt Assembler 
and offers hints and tips for successful 
sampling. 

ASSEMBLER 88 

Get the most out of your coverdisk with our 
on-going Assembler tutorials. 



NEWS 4 

Who owns Commodore? What happened at 
the World of Amiga Show? What hot new 
products are on the way? Rnd out all this 
and more in our boffo news section! 

NEXT MONTH 14 

Can you face the future? Rnd out all about 
what will be changing in the next issue of 
Amiga Shopper! 

INDUSTRY COMMENT 75 

Rnd out what the people who really count 
think about the issues of the day. 
This month - Dale Larson talks about 
networking and Richard Baguley muses on 
Computer Shows. 

AMIGA SHOPPER 
AWARDS 39 

Your chance to vote for the great and the 
good and win a £400 spending spree! 

MARKETPLACE 44 

Amiga Shopper's own classified section. 
Check out the software and hardware 
bargains! 

AMIGA ANSWERS 49 

Our expert panel provides solutions to 
more of your real-life Amiga problems. 

MAIL ORDER 58 

Rnd out what bargains we have in store 
for you, 

READER ADS 46 

Pick up a bargain with our tbree pages of 
free reader advertisements! 

USER GROUPS 85 

Get in touch with Amiga users in your area 
and around the globe. 

BACK ISSUES 90 

Catch up on all ttiose exciting articles you 
missed before. 

BUYING ADVICE 
AND ADVERTISERS 
INDEX 93 

You'd be mad to make an Amiga purchase 
before reading this vital advice. 

LEnERS 94 

What do you think about the future of the 
Amiga? Who do you think should buy the 
remains of Commodore? Express yourself 
and win £25! 

COMPETITION 98 

Win one of six copies of Photogenlcsl Plus, 
fifty spiffing Photogenics T-Shirts to be won! 




Your chance to vote on the 
best Amiga products! Plus, 
you could win a spending 
spree! See page 39. 
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COMMODORE 



- Said §a file UK7 



Still no firm decision^ but both 
CEI and Commodore UK are 
confident of buy-out success. 



B 



oth bidders In the ongoing 
Commodore buy-out saga 
are confident of success. 
David Pleasance (head of the UK 
bid) Is confident of sluing a deal In 
early January, while Alex Amor 
(head of Creative Equipment 
International (CEI) believes that he 
will have tied up a deal with the 
liquidators before Christmas. 

Meanwhile, rumours were 
circulating that the bid from Florida 
based CEI has failed, as one of their 
main backers is rumoured to 
have pulled out. 

However, CEI Boss 
Alex Amor denied this. 
"I'm afraid that the 
rumour has been 
started by one of 
our competitors. 
Let's just leave it 
at that. We have 
been in this thing 
for the long term 
and once the 
package and the 
partners are brought 
to the table, the 
industry will look at it as 
a maintainable 
acquisition. One of our partners 
is one of the world's leading 
manufacturers, so I think this will be 
a big boost to the Amiga community." 

Although CEI are based in the US, 
the European market features very 
highly in their plans. "85% of our 
advertising budget is designed to 
push the A1200 and CD32 in the 
UK Market, and the budget is more 
than Commodore UK spent in the 
last four years of operation," 
Alex Amor announced. "Our 



preliminary plans call for 36 

individuals in the UK office." 

If his bid is successful, Alex 
hopes to get new Amigas into the 
shops in March or April. "I believe we 
can be successful witti that if there 
are no obstacles. There have been a 
lot of changes taking place. It has 
been a dynamic situation. However, 1 
think now we are in a situation where 
they realise that a closure (of the 
deal) needs to occur soon. We are 
talking to the engineers on a daily 
basis, so I think we have the ability 
to do something quickly and bring it 
back on line." 

The Amiga 
has always been 
successful, partly 
thanks to its 
excellent software 
bundles, so what 
would CEI be 
planning to 
get the Amiga 
back up where it 
belongs? 
"We would bring the 
A1200 back with a sort of 
re-introduction bundle, 
which would include 
somewhere between twelve and 
fourteen software titles. We would 
just like to show that we are back 
very strongly and that this is a 
company that understands the market 
better than the old one." 

If his bid succeeds, what would 
be the fate of Commodore UK? "1 
have made an offer several times 
that we were more than happy to 
work together (with Commodore UK), 
but they have not wanted to do that, 
so we will proceed on our course. We 




have good plans for the UK market. I 

know there are smoke and mirrors 
being held up in the UK by our 
competition, but I think this is going 
to come right down to the end." 

Meanwhile. David Pleasance is 
very confident about the prospects for 
his own bid. This was lodged with the 
liquidators on Tuesday 6th December, 
and a deposit was paid at the same 
time. "We have already put a 
substantial amount of money in the 
bank," he told Amiga Shopper at the 
World of Amiga Show. 

"There is a meeting of the 
Creditors on the 21st of December 
where we will try and get their 
approval for this bid. We don't need 
the creditors approval for the 
process, but it would be easier, 
because we want to take the 
jurisdiction from the US court (where 
it would take months) to the 
Bahamas. If the creditors agree... we 
will then go through the same court 
bidding process in the Bahamas as is 
compulsory in the US." This process 
is likely to take about three weeks 
from the time the creditors approve 
the deal, although this may take 
longer due to the Christmas break. 

THE BIDDING AND 
MYSTERY BACKERS 

The bidding works in a fairly simple 
way - Commodore UK make a bid and 
the other bidders have to bid half a 
million pounds more. Commodore 
then have the option to bid more. 
"That shouldn't take more than a day. 
or perhaps a couple of hours." David 
Pleasance said, "this (the buyKJUt 
process) has been longer than re-runs 
of Dallas, but three to four weeks 



shouldn't make much difference. We 
hope to make an announcement 
within three to four weeks (ie. mid 
January) that we have the Company". 

So who is putting up the money 
behind the UK bid? David Pleasance 
wasn't saying, but it sounds like 
somebody big. "I can't tell you (who 
the backers are), but when you find 
out you will realise that it is extremely 
substantial and will give the Amiga an 
immediate worldwide presence," said 
Pleasance. "It's not just a normal 
management buy-out. We would run 
the business organically and within 
three to five years go on to the stock 
exchange. We have to be very 
careful, because there are a lot of 
things at stake. Until the ink is dry. 
we can't tell everybody what we have 
planned, but we think you will be 
genuinely surprised." 

Although there is no firm 
information on who will win the 
bidding process and acquire the 
remains of Commodore International, 
it is very unlikely that any new Amigas 
will be in the shops until April. 

"I would say that, all things going 
according to plan, we would get 
Amigas back into the shops in April." 
Pleasance confirmed. "The biggest 
problem is ordering the components. 
We have stocks of the custom chips 
in our manufacturing plant... the 
main problem lies with parts such as 
the DRAM, because Commodore 
obviously doesn't have an allocation 
at the moment. Fortunately, we 
have a lot of support from the 
peripheral manufacturers. It's just a 
question of the timescale... you order 
something and it takes twelve weeks 
to manufacture." 




GETS AN 



UPGRADE! 



ext month sees some big 
Improvements to your favourite 
Amiga magazine. The March Issue, 
on sale Tuesday 7th February, wlii be 
the first to feature two coverdlsks, 
paclted with ail manner of wonderful 
serious Amiga stuff - complete programs 
(worth up to £100 in some cases!), 
invaluable utilities and exclusive 



upgrades to existing paci<ages. 

Inside there's the same essential and 
unmissable mix of reviews, tutorials and 
advice, but there's a whole new section 
dedicated to helping you get the most out 
of your coverdisks (and not just the ones 
on this magazine either, but also 
coverdisks from our sister magazine 
Amiga Format and elsewhere). We'll be 



kicking off with ten pages of stuff on 
AMOS Professional, as found on the 
January Amiga Format coverdisk. 

So how are we going to pack all of 
this into Amiga Shopper? Simple - more 
pages! Each issue of Amiga Shopper will 
be thicker, with all of the pages printed in 
full colour on glossy paper. The cost of 
the magazine will be rising to £3.95, but 
we will continue to give you the best value 
for money for the serious Amiga user. 

"Shopper will of course continue 
to be the only 100% serious Amiga 
magazine worth considering." said 
Future's Amiga Group Publisher, Steve 
Carey, "but the addition of coverdisks 
means we'll be able to provide much more 
interactive tutorials, as well as offering 
valuable, full-price programs." The all-new, 
singing, dancing Amiga Shopper is on sale 
in all newsagents of taste and distinction, 
from Tuesday 7th February. Demand is 
sure to be high, so reserve your copy now! 



The price printed in 
our review of 
Personal Paint 6.1 is 
not correct. 

The real price is 
£54,95. but if you buy 
the program before 
the end of January, 
and mention that you 
are a reader of Amiga 
Shopper, you can buy 
a copy of Personal 
Fonts Maker for an 
additional £5 

Ramiga 
International are on 
Ti 01690 770304 
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WORLD OF AMIGA SHOW NEWS 



OPALYISION MODULES HERE AT UVST? 



WhKe Knight Technology were showing a very 
late Beta version of the long awaited Opalvlslon 
Video Processor at the recent World of Amiga Show. 

The developers (Centaur Developments) had originally 
planned to add a single chip to the Opalvision main board 
to give the video effects. 

However, they have now decided to expand this to a 
whole new Zorro board, which offers a wide range of 
features, including user definable digital video effects 
{where you can take two video sources and cut between 
them in a variety of weird and unusual ways). 

Any video signal can also be displayed in a resizable 
window on the workbench, so you can watch neighbours 
while raytracing. There is also a 35 Ns Character 
Generator and a broadcast quality genlock included as 
part of the card, which can cope with Composite, S-Video 



or component video signals. 

There are still a few bugs in the software and 
hardware, but White Knight are hopeful that these minor 
problems will be fixed in time for a February release. The 
price for the Video Processor is expected to be arouhd 
£1075, with the Opalvision main board (which is also 
required) costing around £650. 

White Knight were also showing the Digital 
Broadcaster Elite Non-linear video editing system. This is 
an improved version of the Digital Broadcaster 32 system 
previewed in our October issue. This new card can also 
cope with digital 01 signals and Betacam SP component 
signals, moving it even further into the high end of non- 
linear video editing at a fraction of the price of systems on 
other platforms. 

White Knight Technology are on -a 0192 822321. 



Ramiga were demonstrating the 
Silicon Studio Digital Audio 
Workstation system. This is 
based around an A4000 (fitted 
with a Warp accelerator) and is 
designed as a high-end audio 
workstation. 

Available as a complete 
workstation or as an add on carci 
for the A4000. this system can 
mix up to 24 tracks of full CD 
quality sound at once. If you can 
get away with a lower sample 
rate (32Kh2), up to 32 tracks can 
be mixed at once. 

The Silicon Studio system is 
distnbuted by Ramiga int. on 
■a 01690 770304 



Imagine a CD 




One of the objects on 
the CD Is this excellent 
Harley-Davldson 
motorbike. 



ordon Harwood Computers a. 
_ distributing the Imagine 3.0 
enhancer CD. produced by the 
German company Oberlanti. 

This disc contains several 
hundred models, textures and fonts, 
including a selection of rathei nice 
images of clouds, sunny beaches 
and tlie like for use as backdrops. 

The famous German Imagine 
user Hoist Kolodziejczyk has 
contributed a selection of objects 
and some excellent renders of them. 

The disc costs £49.95 and is 
available in the UK from Gordon 
Harwood's are on » 01773 836781. 



The Imagine 3.0 enhancer CD coni 
several excellent images by the noted 
Gemian animator Horst Kolodziejczyk. 
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CYBER GET REAL 



Phase 5 distal products were 
showing two rather nice looking 
new projects on the Gordon 
Harwood's stand - CyberVlson 64 
and the Cyberstorm accelerator. 

The Cyberstorm is the world's 
first 68060 accelerator for the 
Amiga, and Phase 5 were showing a 
working prototype. This board is 
modular, so you can upgrade to a 
CPU with a higher clock speed when 
Uiey become available. 

At present, the manufacturing of 
this board is being held back by the 
lack of any 68060 chips, but 
Motorola hope to start shipping 
these in January, and production 
models of this accelerator should be 
available in February. 

Initiaily, only models running at 
50Mhz will be available. This gives a 



pretty significant speed increase - a 
render which took 10 mins 34 
seconds on a standard A4000/040 
would only take 2 minutes 45 
seconds on one fitted with a 
Cyberstorm 68060 accelerator. 

The sysinfo speed test gives a 
rather nice 27.79 million floating 
point instructions per second, against 
4.84 for a standard A4000/040. 

MODULAR NATURE 

The modular nature of this cards 
means that you can ad additional 
features as you need them, 
and Phase 5 are planning an I/O 
module, which will have a fast 
SCSI-II interface, an Ethernet 
controller and a high speed serial 
port. Prices for the Cyberstorm have 
not yet been finalised. 



The Cybervision 64 is a new 24- 
bit graphics card. It's based around 
the Trio64 graphics chip (as used on 
a variety of high end PC graphics 
cards), which incorporates a powerful 
64-bit blitter which can throw data 
around at a stonkingly fast 100Mb 
per second. 

With a suitably fast CPU, the card 
can transfer data to and from the 
Amigas memory at the extremely 
good rate of 16Mb per second. 

Also built into the card is a 
hardware planar-tochunky converter 
similar to the one built into the CD32. 
Phase 5 are planning to ship this 
card in quantity in February. 

Phase 5 are on « 01049 69 
5481844. 

Gordon Harwood's are on 
w 01773 836781. 



HiSoft were showing their new 
Squirrel SCSI Super-triple CD- 
ROM drive. This triple speed 
mechanism boasts a pretty good 
data transfer rate of 510K per 
second, is multi session 
compatible and has a very good 
190MS average access time. It's 
priced at £249. 

Hisoft were also showing 
their latest product, tlie Squirrel 
SCSI interface. This plugs into 
the PCMCIA slot of the A1200 or 
A600, and can support up to 
seven SCSI devices such as Hard 
Dnves, Tape streamers, DAT 
dnves. etcetera, 

It has a full SCSI 2 interface 
and is also very reasonably 
priced at £69.95. 



Power Computing were showing 
an eady version of their 24-bit 
hand scanner. Although the 
software is still in Beta testing, 
the image quality produced by 
this scanner looks excellent. You 
will, however, need a pretty 
powerful machine to cope with 
the amount of data that high 
resolution 24'bit images contain. 

Power Computing are on ^ 
01234 273000. 



Jim Drew (designer of the 
Emplant emulation system) was 
at the show, demonstrating the 
latest version of his Mac 
emulator and a pre-release 
version of the PC emulator. 

Although this is not complete, 
it was shown running several bits 
of diagnostic software. Jim is 
hopeful of a February release, 
although there is still some way 
to go in the coding process. 

The Emplant is distributed in 
the UK by Blittersoft on 
s 0908 220196. 
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SON OF IVIOTION IVIASTER 



Meridian Software Distribution 
are now supplying PC Task 
version 3.0. 

It costs £79.95 provides 
software emulation of 80286- 
ijased PCs. An upgrade from 
version 2.0 is available for 
£34.95 plus £2.00 P&P. 

PC Task 3.0 has plenty of 
new features and improved multi- 
tasking. New features include: 
support for HD floppies and CD- 
ROM, 256 colours for AGA 
machines, support for up to 
16Mb of RAM, compatibility 
with graphics boards, emulation 
of several graphics modes 
including SVGA and serial 
mouse emulation. 

Version 3.0 can be 
purchased directly from Meridian 
Software Distribution on ^ 0181 
543 3500. 

Upgrades can be obtained 
from Emerald Creative 
Technology Ltd by sending your 
original program disk and order 
to: 54 Wandle Bank. London, 
SW19 IDW, 



The Fusion genlock, produced iDy 
Amitek, is aimed at both tlie 
iiome and professional market. 

For a price of £99 you'll get 
he genlock and a free copy of 
the Scala HT-100 video-titling 
package. 

The genlock has a simple 
design, just three setting controls 
and a slider. The slider controls 
the fading and the other 
controllers select the display 
modes, which can be picture only, 
graphics only and overlay. 

The Amitek Fusion is 
available from 
Silica ^ 0181 309 1111. 



US Robotics have cut the price of 
their Courier V.34 corporate 
desktop modem by £100, from 
£499 to £399. 

A flash ROM upgrade for 
existing users of the Courier 
V.Fast Class product launched in 
May 1994 can be obtained by 
logging on to US Robotics BBS 
and down loading, the appropriate 
software. 



etroGrafx have Just finished work on volume two 

of their Motion Master collection. The Motion 

Master coiiections are tools that add new features to 
Lightwave. This volume comprises four new programs: 
Child2World, Point at, Volume Cube and Wobbler. 

Although Wobbler sounds like an unpleasant 
affliction or something unsavoury, it's actually a useful 
animation tool. It can be used to simulate wobbly 
substances such as jelly or fat on figure. It achieves 
this effect by giving control over the object's blobbyness 
and damping. 

Point at performs a function that should really have 
been included in Lightwave 3.5. Using Point at, any 
object can target another. This is particularly useful 
when you are animating scenes that involve tracking 
motions, such as a gunturret targeting a plane. 

Child2Wor)d is a coordinate translator. You can load 
a scene file and produce separate motion RIes for 
parent and child objects. This stops un-parented objects 
from snapping back to their original position. 

Volume cube can be used to define a volume 3D 
space. You can then place other objects inside this 



I The Motion Master collections are 
that add new features to LightWave 



volume. Velocities can be given and then a scene will be 
generated with all the objects bouncing around inside 
the volume. 

If you would like to find out more about Motion 
Master Volume 2, or other MetroGrafx product, contact 
Premier Vision on w 0171 721 7050- 



TERMITE TAKES BITE OUT OF COMMS 

Termite is a new comms package h'om Oregon 
Research. Termite is being distributed in the UK by 
HISoft for £39.95. 

It is intended to be easy to use and flexible. It has support 
for speeds from 300 to 115,200bps and uses XPR libraries to 
add transfer protocols. 

One of the programs best features is its user-configurable 
button-bar. You can assign macros, ARexx scripts and even 
programs. You can also add your own IFF images as icons. 

The program can 
follow your actions and 
record them as a 
script. This is 
particularly useful for 
recording loggingon 
procedures. 

HiSoft can be 
contacted on « 0525 
718181. 
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BULLETIN BOARD RAID 

The ELSPA (European Leisure Software 
Publishers Association) have meet with more 
success In their fight against software piracy. 
ELSPA's Crime Unit raided the Birmingham-based 
Krypt BBS. 

As a result of the raid over £3,000 of computer 
equipment was confiscated and the bulletin board's 
operator has been fined £500. As with most BBSs, 
users uploaded games and in return received other 
pirated games. 

This, along with other similar operations, latest 
raid confirms the ELSPA's intention to reduce piracy 
in Europe. The Crime Unit's Chief Investigator, John 
Loader, has been reported as saying, "ELSPA has 
calculated that the cost of leisure software piracy is 
£778.5M in the UK alone. Obviously this degree of 
loss cannot continue unchecked which is why ELSPA 
has been so active in pursuing software pirates and 
bringing them to justice". 

Amiga Shopper wishes them every success. 




MJEMI^ 



Jonathan DavEes is the self-styled 
Editor of Amiga Power, the 
world's least serious and most 
attitudinal Amiga magazine. 

"Hasten back to the newsagent 
and you might just catch one of the 
remaining Christmas Amiga Powers. 
(It's blue, with "Don't buy a turkey 



this Christmas" written on it, in case 
you're having trouble finding it. There 
are three disks on the front, with 
demos of Cannon Fodder 2, Super 
Stardust, Powerdrive, Overlord and 
Gunfighters on them. And there's 
some stuff about choosing the best 
games for Christmas, which could 
probably be adapted to apply to the 
New Year). Hurry, hurry!" 

Sue Grant Is the deputy editor of 
Amiga Format, the world's 
biggest selling Amiga magazine. 

"In the fabulous February issue of 
Amiga Format we have wired up 
Suemylove and plugged her into the 
Internet. But, seriously folks, Amiga 
Shopper's own gorgeous Mr Baguiey 
cross pollinates with AF to explain 
Comms and the Internet in explicit 
detail. Plusl We have games reviews 
of the latest Lemmings, a head-to- 



head between beat-em-ups Shaq Fu 
and Shadowfighter and a look at the 
Battle For The Ashes. And don't miss 
your chance to win your very own 
snowboard and snowboarding gear 
with Wella Shockwaves." 
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The World's First Multi-Platform Emulation System! 



Macintosh® Emulation Module 

The Macintosh emulation module is a 'generic' Macintosh with the speed of the 
emulation depending on the processor your Amiga is using. An A3000 is equiv- 
alent to a MAC llci. An A4000 is equivalent to a Quadra 900. Support for up to 
16 colours is provided for non-AGA machines, A4000 owners can use a full 
256 coioufs! Up to 24 bit {16 million+} colours is supported using third party 
video boards such as: Picasso II, EGS-Speclrum. Vivid-24, Rainbow II, 
Rainbow III, Visiona Paint, Merlin, Retina, Retina Z3, Piccolo, EGS110/24, and 
OpalVision! Built in multiple file transfer allows for quick, easy "transfers 
between the Amiga and MAC emulation. Support for AmigaDOS devices. 
Scanners, CD ROM, MIDI, SyQuest removable drives, Printers, Modems etc. 
Full stereo sound is supported too! Requires Macintosh ROMs (not supplied). 

e586DXsm Emulation Module 

We are now in the final testing stage! We have added the next generation CPU 
instruction set! The e586DX emulation module offers a high speed 586DX 
{FPU. MMU. and new instruction set) emulation with complete low-level archi- 
tecture support giving you the ability tq run DOS, OS/2, NT, Windows 3,x, and 
even Chicago! Support for MDA, CGA. EGA, VGA, SVGA video modes, sound, 
joysticks, floppy drives, hard drives, extended memory, and more! 

The possibilities with a multi-platform machine are endless. Now you can take 
advantage of a whole host of great software previously unavailable, and use 
them to compliment each other. By upgrading your Amiga (extra memory, faster 
processor, etc) you instantly upgrade your emulation too! 

Blittersoft are the exclusive European distributors for Utilities Unlimited. 

We provide the only full technical support service, as well as software 

upgrades to alt official UK boards. C heck before you buy . 

Four different versions of EMPLANT are available. (All Zorro II) 



EMPLANT Deluxe 



EMPLANT BASIC 
EMPLANT OPTION A 
EMPLANT OPTION B 
EMPLANT DELUXE 
E586DX5" MODULE 
E586DXSM MODULE 



Base emulation card 

As Basic + AppleTalk 

As Basic -I- SCSI 

As Basic + Opt. A & B 

For all versions (Pre release) 

For all versions 



Pre-order your E586DX module or complete system before release to 
make a £20.00 saving - No money debited until release - Guaranteed! 



Take the next step forward into the MultiMedia age! 
Kodaks brand new Portfolio technology combines the stunning 24-bit 
quality of the PhotoCD with 16-Bit sound to offer interactive sound and 
vision! This technology can be used for company presentations, train- 
ing CD's and even games - bringing everything to life on your screen 

Supports all Amiga resolutions {including AGA) 

Control the software via Mouse, Keyboard or Game Pad 

Audio in CD Quality 

SlideShow function for normal PhotoCD" s 

Includes CD ROM Filesystem for PortFolio and PhotoCD's 

Supports IS 9660, High Sierra (MAC) and CDDA (Audio) discs 

Amiga version (disk) CD32 version 

PhotoWorX (PhotoCD software, inc. save/edit etc.) 



BLITTERSOFT. 

40 Colley Hill, Bradwell, Milton Keynes, Bucks. MK13 9DB U.K. 

01908 220196 Order & Fax line 01908 310208 BBS {2400-28.8K) 
Also piesurf@cix.compulink.co.uk Fidonet 2:252/328.0 

Post/Packing £5.00 (3 day) £8.00 (Next day) 
Credit card orders attract a 2.5% surcharge (not debit cards) 
E&OE (Prices correct at time of going to press) Euro/Trade Enquiries welcome. 
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PICflSSO II 



PICASSO II 2MB WITH TV PAINT JUNIOR 

PICASSO II 2MB WITH TV PAINT 2.0 

PABLO VIDEO ENCODER 

PICASSO II 2MB WITH TV PAINT JUNIOR AND PABLO 

PICASSO II 2MB WITH TV PAINT 2.0 AND PABLO 

LIANA NETWORK (INCLUDES ENVOY SOFTWARE) 

ARIADNE ETHERNET CARD 

TRAPFAX 



NEW NEW NEW NEW 



NEW NEW NEW NEW 



Tliis new software package will turn your AGA machine into a CD32, even boot- 
ing CD32 games via a special launch sequence as you boot up. You can alter 
volume, emulate the controller via keyboard, use joysticks, set language, save 
high scores etc. 

Total compatibility cannot be guaranteed, but has proven to be very good with 
many tested titles. (Microcosm, Sleepwalker, James Pond II etc, etc.) 

Also includes CD Filing system, Search/Mount software and JukeBox programs. 
You will require a suitable CD drive such as any of the Toshiba drives found in 
this advert. 



All TrademaFkS and copyrights acluiovileclged 



Now available for a range of machines. This new operating system will bring 
your machine up to the very latest revision. 

A2000/3000 owners can use 256 colours with Picasso and OS3.1 with 
Workbench and.p^Sfripndly software. .,.-.. 

-.■'-. J 

A500 / A2000 (not rev 5 or less motherboards on A500) 
A3000 
A4000 

TOSHIBA CD ROM 41 01 B (INTERNAL) Suitable for FolioWorx 
TOSHIBA CD ROM 4101S (EXTERNAL) PhotoWorX and CD32 
TOSHIBA CD ROM 3401 B (INTERNAL) Emulator. 
TOSHIBA CD ROM 3401 S (EXTERNAL) 
ANY ABOVE WITH PHOTOWORX (KODAK PHOTO CD) ADD 
ANY ABOVE WITH CD32 EMULATOR ADD 

WARP ENGINE 28MHz (NO CPU) Boost that Emplani board! 
WARP ENGINE 28MHz (WITH CPU) 
WARP ENGINE 40MHz (WITH CPU) 

SyQuest 105Mb REMOVABLE SCSI DRIVE INTERNAL 
SyQuest 270Mb REMOVABLE SCSI DRIVE INTERNAL 
SyQuest 105Mb REMOVABLE SCSI DRIVE EXTERNAL 
SyQuest 270Mb REMOVABLE SCSI DRIVE EXTERNAL 
SyQuest 270Mb REMOVABLE IDE DRIVE INTERNAL 
SyQuest 270Mb REMOVABLE IDE DRIVE INTERNAL 
SyQuest 105Mb CARTRIDGE 
SyQuest 270Mb CARTRIDGE 



8 COMMODORE FEATURE 




find out what the people that 
count in the Amiga world think of 

what has been going on with 
Commodore, we sent the following 
letter to a number of retailers, 
developers and the like. Over the next 
few pages are a few of their replies. 

Dear Amiga person. 
As part of our ongoing coverage of 
the Commodore Nquidalion saga, we 
are attempting to ascertain how 
prominent industry figures, like 
yourself, feel about Commodore and 
the future of tine Amiga. 

1 would be extremely grateful if 
you could fax your answers to the 
following questions back to me as 
soon as possible 

Sincerely. 

Richard Baguley 
Editor. 



The Questions. 



Why do you think Commodore 
International went into liquidation? 

2 What lessons should the new 
owners of the Amiga learn from fills'^ 

3 Which of the bidders do you favour'? 

4, What support would you like to see 
from the new, owners of the Amiga? 

5 How do you see the future of the 
Amiga? 



At the 
crossroads 

Commodore^ history has been marked by a 
series of crucial turning points. Tim Green 
wonders whether its latest crossroads is the start 
of a new direction, or the beginning of the end. 



First there was the typewriter. Then came 
the calculator. The boom times arrived 
with the computer. Now, It's all down to 
the liquidator. Yes, Commodore's history has 
been marked by a series of crucial turning points. 
The question Is whether Its latest crossroads Is 
the start of a new direction or the beginning of 
the end. 

Forty years after a typewriter repair company 
called Commodore Business Machines was 
founded in Brooklyn, a one page press release 
announced that the company was preparing the 
first stages of an "orderly voluntary liquidation". 
Commodore Electronics, the US manufacturing and 
distribution subsidiary, and the overall holding 
company Commodore international transferred 
their assets to trustees. 

These "trustees" sought the protection of the 
Bahamian courts where the company is registered. 
It was not quite liquidation - closer in fact to what 
the US calls "chapter 

11" in which a period of ^^^^^^^^^^"iM 
protection from creditors 
gives the money men 
time to work out a rescue 
plan. But, whatever the 
technicalities, it was 
definitely the end of the 
old Commodore order. 

That was April 29, 
1994. At time of writing 
in early December there 
is still no change in the overall situation and no 
buyer. Speculation has been intense. Rumours 
have connected Sony, Philips, Nintendo and 
Samsung with the company {although only the 
Samsung speculation seems to have had any 
basis in fact). Now though it looks to be a two way 
chicken shoot between a Commodore UK 
management buy-out and a bid from US 
electronics distributor Creative Equipment 
International. Unfortunately the uncertainty has 
meant that Christmas 1995 will be the first for 
nearly a decade to have no new Amiga bundle. 

The Maidenhead team talk of a great fight. 
They claim to have a backer with deep pockets 



''By 1991 the Amiga 500 

was SBlHng 250,000 units a 

year - Cammadore was 

apparently untouchable/' 



and a public profile. "You wouldn't believe how big 

and well-known they are" said one source. 
Tantalisingly, they won't say any more. But the 
team must be getting restless. Commodore UK's 
bid has a lot going for it. Besides this mystery 
backer it can point to years of success in the 
British market while its global parent lurched from 
disaster to disaster. For a while the bid looked a 
dead cert too. Joint MDs David Pleasance and 
Colin Proudfoot were so expectant that, in October, 
tickets for the launch party of Amiga International 
(for that is its nominated name) were sent to the 
UK's Amiga community. The party is now on hold. 

CEI's confidence is high too. The company, 
which has built its knowledge of the Amiga market 
by distributing the A1200 and A4000 in the US, is 
said to have lodged $1 million with the liquidators, 
although some insiders doubt it. This cash, if it 
exists, is non-returnable if CEI wins the bid which 
is a way of guaranteeing that it won't pull out later. 

Whichever proposal is 
^^^^^^^^^^^^■i recommended to the 
shareholders {and it 
seems unlikely that 
neither will be 
acceptable) Commodore 
will re^merge in a 
slimmed down, more 
targeted version of its 
former self. Territories 

with limited possibilities 

- much of continental 
Europe, Australasia etc - will be served by 
appointed third party distributors, rather than 
Commodore's own satellite set-ups. And the 
hardware range will be aimed at a more 
specific user group than has been the case in 
the more grandiose moments of Commodore's 
colourful history. 

Whoever takes over won't have to look too far 
back in time to absorb the potential pitfalls that 
lurk in the leisure computing game. You could 
argue that the thing that must be feared most is 
success itself The fact is, if you analyse 
Commodore's recent history, you'll find that things 
started to go downhill at the very moment when 
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WHERE ARE THEY NOW? - DAVE HAYNIE 



One of Commodore's foremost hardware 
designers, Dave now works with 
Jeff Porter (and quite a few other ex- 



Commodore staff) for Scaia in Pennsylvania, 
within 10 minutes drive of the old 
Commodore Headquarters. 



i 



they couldn't have got much better. 

Back in 1985 Commodore launched the 
machine which would come to define the whole 
company - the Amiga. Based on multi-tasking 
Motorola architecture it was a fearsome 
technological feat (at the time). But, as anyone 
in the business will testify, it is marketing, not 
technology, which brings success. After all, not 
many of us listen to our precious Cliff Richard 
compilations on DAT or watch our erotic thrillers 
on betamax. 

So it took a while for the praised heaped on 
the Amiga's capabilities to be backed up by 
consumer cash. Commodore, of course, had 
tasted success before. m^^m^^mimi^ 
Having become a 
household name thanks 
to its range of 
calculators in the 
seventies it successfully 
entered the computer 
market with the green- 
screened PET in 1977. 
This was followed by the 
equally popular Vic 20 
and later the 

Commodore 64. Both ^^^^^^^^^— ■— ■ 
machines were based around the 6502 processor. 
This was crucial because the same choice had 
been made by Acorn and by Apple in its early 
models. This meant that there was a substantial 
amount of programming expertise for the 6502. 
Software support was strong. 

The C64 was an unprecedented cash cow. To 
date an amazing 13 million have been sold 
worldwide. And they continue to sell in modest 
numbers In developing countries and on mail order 



''The Maidenhead team 

talk of a great fight 

They claim to have a backer 

with deep pockets and a 

public profile/' 



in the UK. Commodore developed both cassette- 
based and cartridge-based versions of the 
machine, evidence that the company had a highly 
developed sense of the consumer mentality. 

By the time the Amiga came along, the huge 
boom in leisure computing that had built up 
around the C64 - the Sinclair Spectrum and the 
Amstrad had subsided. It was time to start again. 
But it wasn't clear to anybody how Commodore 
intended to do it. The Amiga 1000 cost over a 
grand - hardly consumerville. And yet Commodore 
was no expert in the professional market. 

"Cometh the hour, cometh the man." Steve 
Franklin was too much of a bruiser to be described 
^^^^^^^^^a^mmm ^^ ^ white knight, but 

when he arrived as MD of 
Commodore UK things 
began to fall into shape. 

At the time, the 
fledgling 16-bit market 
that the Amiga wanted to 
gate-crash was 
dominated by the Atari 
ST. This was a supreme 
irony since the ST had 
been created by Shiraz 
■■' Shivji, formerly 

Commodore's hardware designer, and Atari was 
being run by none other than Jack Tramiel. But the 
electronic wife-swapping didn't stop there. The 
Amiga was designed by a team that included Jay 
Miner, the man who was behind the astronomically 
successful Atari games console. 

All of which is interesting, if somewhat 
gloriously irrelevant to the battle that lay ahead for 
the 16-bit market. Franklin quickly recognised that 
the Amiga needed to be pitched as the ultimate 




Irs my Qpinhih . . 

r olyon Ralph is Technical Director 
of Almathera Systems, the 
company responsible for Amiga 
packages such as Photogenics. As 
such, he's been at the cutting edge 
of Amiga development and certainly 
has strong opinions on the questions 
we asked... 



1. Simply because of bad leadership. 
Medhi All was given good advice 
throughout his time at Commodore but 
chose to Ignore it (for example by 
launching the Amiga 600 which nobody 
really wanted). 

2 Take more notice of your users 
and developers. Build machines 
people want to buy. Keep on 
producing innovative products and 
forget trying to 'crack' the US market 
It won't happen! 

3. Both Commodore UK and CEi Uave 
both said very positive things about the 
future of the Amiga and either will 
almost certainly run the company 
very successfully, however, CEI have 
no real experience in running this sort 
of operation and are very much an 
unknown entity' in Europe. 

Commodore UK understand the 
European market much better and 
already have good links with European 
developers and distributors. Given a 
chance to have control of the Amiga I 
think Commodore UK would do a 
superb job. 

4 Commitment to the future of Amiga. 
Currently we've got various rumours 
floating around about future '"Amigas" 
that will be using RISC chips, a new 
graphics chipset and run Windows NT, 

Now. that may be a very nice 
computer but it isn't an Amiga! A 
definite statement about the future of 
the Amiga operating systems (i.e the 
Amiga we know and love) and whether 
It will be developed further. 

5 It's gone through a very bieak year, 
but the Amiga will survive. There simply 
isn't anything else on the market to 
compete with the Amiga 1200 (except 
the Archimedes and Atari Falcon, 
neither of which have had anything like 
the success of the Amiga). 

People are desperate to buy Amiga 
1200s and 4000s. When the 
production lines start again the sales 
will pick up rapidly. 

The future of the Amiga is good... 
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^ imon Armstrong is the head bloke 
'' - at Acid Software, who are 
responsible for the excellent Blitz 
Basic programming language and 
boffo games such as Skidmarks and 
Guardian. Although he's based in New 
Zealand, he was one of the first 
people to reply to our fax: 

1. It was a company controlled by 
financiers rather than industry people, 
ie the upper management did not have 
any clue about computers what so ever. 

2. They should not let themselves be 
dictated by a bunch of financiers. 

3. I feel sorry for both of them. The 
fact that the liquidators have drawn the 
bidding out to four months longer than 
necessary and hence lost a lot of 
momentum is completely crazy. 

Either way, this Christmas is the 
last before the 64 bit consoles hit the 
shelves and effectively the last for the 
Amiga to do well as far as home 
entertainment machine is concerned. 

4. They need to concentrate on 
shipping CD32/A1200 at a very cheap 
price. The range of software won't be 
matched by 64bit stuff for at least 
another 2 years. 

The jump from 8 bit to 16 bit 
machines saw gameplay drop and 
graphics get better. The move from 16 
to 64 bit is going to be the same. 

We have faith that Amiga 
developers will continue to lead the way 
in many areas as far as cool games are 
concerned, and AGA still has many 
secrets to be discovered in the 
graphics department that's for sure... 

5. Personally, I'd rather like to see a 
native version of the Amiga OS for the 
PowerPC chip. As Amiga OS is already 
display independent and the DOS is 
pretty simple I can't see a major hurdle 
in running Amiga software on the very 

„cooi new PowerPC systems that are 
being shipped by both Apple and IBM. 

If I want to play games I'll use a 
CD32, if I want to render, animate, dtp 
etc. etc. I want the most power for my 
dollar and of course Intuition on the 
end of my mouse''and PowerPC is the 
most logical step to take, not some 
very expensive 256 bit wide graphics 
chip. Motorola is too cool. 

So if I bought the Amiga 
technology, I'd employ a few bright kids 
to port the OS to PowerPC and mass 
produce standard AGA machines for 
a dime a dozen to keep us games 
freaks happy. 

Hell who wants to shell out 50 quid 
every time they want to buy a game? 
Not Amiga gamers that's for sure. 



ViHERE ARE THEY NOW? - LEW EGGEBRECHT 



Eggebrecht is now chief 
scientist with a chip design 
company in California- But it 
is a mark of his worth that 
his new employers are 



building a facility in his native 
Denver. Insiders believe it's 
possible that Eggebrecht 
could have a role within a new 
Commodore/Amiga set-up. 



leisure machine. By the time the A500 arrived 
prices tumbled, first to £499 and then £399. He 
also realised that there's no hardware market 
without decent software. The software publishers 
were about to get the Franklin treatment. 

At the PCW show in 1987 he regaled about 60 
of them with his plans for market domination. At 
the end, one stood up and told him that his 
company would not be developing for the Amiga as 
"you have absolutely no chance of 
succeeding.. .and anyway the Atari has got a huge 
lead". Franklin's response was terse. "We will 
make the Amiga the machine that everyone wants 
to own. If you fail to write software, you do so at 
your own peril. I have 



nothing more to say." In 
this one episode you can 
see how the Commodore 
boss combined 
salesmanship, business 
nous and the ability to 
frighten the life out of 
people. It was a potent 
mix. 

Slowly Franklin and 
his team {which included 
a Sales Manager called ^^^^^^^^^— — i 
David Pleasance) began 

to turn things around. They did mailshots to 064 
owners pitching the Amiga as the ultimate 
upgrade, they persuaded Commodore US to 
release funds for advertising and promotion and 
they courted the high street chains in an effort to 
secure shelf space for the machine. 

Progress was made. But the clincher came 
when Commodore persuaded Ocean Software to 
bundle an unreleased game with the machine. The 
Batman pack changed everything for the Amiga. 
Suddenly the machine was synonymous with the 
newest, most exciting software in the business. 
And in one stroke the announcement of the Amiga 
Christmas bundle went from information to event. 

By 1991 the Amiga 500 was selling 250,000 



^'The Commodore 

organisation was a tangled 

web - ff has even been 

likened to the Nlaxwell 

corporation." 



units a year. Commodore was apparently 
untouchable. It couldn't last. It was at this time 
that Sega and Nintendo began to creep into the 
leisure market. Correctly, Commodore assumed 
that it could hang on to its user base by 
emphasising the versatility of a games playing 
home computer. But it underestimated just how 
huge the console market would become and how 
many of its existing users would switch to plug 'n' 
play machines. 

To put some distance between Commodore 
and the "toy" market of Sega and Nintendo the 
global management decided to move closer to the 
"serious" computer market by diversilying into the 

PCs. This was a terrible 

mistake. The PC 
business was, and still 
is, massively 
overcrowded, and it has 
made casualties of 
companies far more 
committed than 
Commodore. It was 
always unlikely that 
Commodore would 
succeed against the 
• financial muscle of Dell, 

Compaq and IBM or the 
pile-it-high, sell-it-cheap expertise of Amstrad. 

There were several embarrassments aiong the 
way. The branded "Powerline" range was not 
branded at all. Machines came with stickers that 
high-flying executive customers were invited to slap 
on the front of their monitors. Overall the PC 
division wasn't working. By the end of 1992 it had 
been closed down. 

A similar cul-de-sac was the attempt to enter 
the education market. The salesmen who handled 
this part of the business had a much rougher time 
than their counterparts in the leisure division. But 
then they were fighting to win over a generally 
technophobic user-base who had their Acorns and 
were quite happy with them thank you very much. 
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WHERE ARE THEY NOW? - IRVING GOULD 



Former Chief Executive Officer. 74-year-old 
Irving Gould is now "licking his wounds", 
having lost a personal fortune with 



Commodore. Gould has other business 
interests and is still pursuing them, but his 
work is limited because of his age. 



WHERE ARE THEY NOW? - JEFF PORTER 



Former director of product development. 
Porter is now working in Pennsylvania 
for multimedia company Scala. He is thought to 
be working on Scala's proposed set top box for 



interactive TV. Of nine employees of Scala 
based in Pensyllvania, eight used to work for 
Commodore. The ninth used to work for GVP. 
who are based within a few miles of Scala. 



Another problem was the sheer number of 
configurations made available. The A2000? 
A1500? A3000? Which one to choose? 

Education and business both looked like costly 
attempts to persuade the trade that Commodore 
was a serious company with a serious product that 
could play great games... by the way. 

With hindsight it was 



a foolhardy philosophy. 

And it reached its nadir 

with the CDTV affair. 

Although acknowledged 

as a disaster now, at first 

Commodore deserved 

plaudits for the way it 

was prepared to gamble 

on a dramatic new 

platform. After all CDTV ^___^^^__— 

was the first CD-based 

multimedia machine. It could even be forgiven for 

pitching the machine at the family and styling it as 

a living room device. At the time this was an 

understandable assumption to make. 

But other errors were less forgivable. The 
press advertising campaign was truly awrful. It 
comprised a line of text which didn't make a lot of 
sense unfurling in a spiral which was impossibie to 
read. Given that buzz-words like interactivity and 
multimedia meant even less to the average punter 
then than they do now, maybe the ads should have 
been clearer. 

Then there was the edict issued to retailers 
that the CDTV was a family entertainment product 
not to be displayed next to games machines. 
Commodore even dictated how many feet apart 
CDTVs and Amigas should be! So even though 



'Ihe A4000 was vAdely 

acclaimed as a superior 

mulfimedia platform to the 

K and the Mac/' 



there was a huge Amiga user base waiting to open 
its collective wallet, Commodore was too fixed on 
jostling with the VCRs and the hi-fis for the family 
purse to pursue it. 

Finally CDTV contravened the golden rule about 
good software selling hardware. Commodore itself 
began publishing discs in order to guarantee a 
supply of available 
^■^^^^^^^^^^^ software at launch. 
Trouble Is, none of it 
was much good. There 
was boring gardening 
discs, lamentable 
edutainment discs {have 
you seen A Bun For 
Barney?) and limp 
games. And even when 
^^^^^_^^^^^_ the Amiga publishers 

began to port over their 
hits they were often more unwieldy than their 
floppy counterparts. 

Basically, there was no reason at all to buy the 
machine apart from addiction to Amiga technology. 
Fortunately for Commodore there were, and still 
are, quite a few Amlgoids about. They must have 
been the 5,000 who bought the machine in its 
first few months. 

Slowly it emerged that CDTV was too 
advanced a concept for the public to grasp (they're 
only just beginning to embrace Philips CD-i after 
nearly three years) and not nearly good enough 
technically. By the end of 1992 Commodore 
had completely reversed the machine's positioning 
and begun calling it the Amiga CDTV. By then it 
was too late. 

The PC diversion, the decision to chase the 



The CDTV (Commodore 
Dynamic Total Vision) was^ 
marketed by Commodore M 
as a revolutionary 
multimedia player, not a 
computer. Unfortunately, 
it was not a great 




ryan Cobley of the First Computer 
Centre is not afraid of voicing 
his opinions... 

1. There are 3 main reasons for 
Commodore International demise. 

Bad management 
Very poor dealer customer support 
• Poor marketing. 

Reasons 2 and 3 are directly linked to 
reason 1. 

2. The new owners should take notice 
of established dealers and their 
requirements. 

They should have a long term 
business and marketing strategy. 

They should invest in and 
communicate with their staff rather 
than rule from above. 

They should learn the value of 
customer service and support, take 
responsibility for their products and not 
try to delegate their responsibility to a 
third party contractor. 

They should attempt to support 
their customers with products that are 
expandable, innovative and 
upgradeable and which are not going 
to be replaces by some similar product 
six months later, viz A500+ A600 and 
the CDTV. 

3. I personally do not favour any one of 
the bidders against any others. 

The most important thing is that 
the people who succeed have the 
vision, determination, patience 
expertise and finances to put the 
Amiga back where it belongs in the 
marketplace as a highly desirable 
piece of kit. 

4. More openness and less exclusivity 
with distribution. 

Easier contactability with the 
people who can make things happen. 

Better margins with sensible prices 
that will enable us to give better 
support to the customer. 

A higher standard of business 
ethics and integrity. 

Proper trust and respect between 
the dealer and Commodore. 

Better support for the customer. 

5. Dodgy! The Amiga has to become a 
multi platform machine and RISC-based 
to stay in the modern market place. 

It must have multi format media 
capabilities. 

1 only hope that if. and when, this 
happens, there is some room left for it. 
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ohn Arundel is Marketing IVIanager 
of Silica Distribution Ltd. one of 

the biggest computer distributors in 

the UK. 

1 Commodore International had grown 
ho large that marketing and 
promotional efforts had decentralised. 

Each subsidiary was doing its own 
different thing and the company last 
the power of a srngle global 
promotional thrust. 

The impact of new proifuct was 
diluted as a result. 

The company took its eye off of tlie 
Amiga, its golden product, and dabbled 
in the area of MS-DOS at a time when 
the market was not very welcoming and 
margins were non-existent. This meant 
that valuable resources, such as time 
and money, were diverted from the 
Amiga range. 

A classic error was the introduction 
of the A1200 too early. The market 
was not ready and the A600. which 
was still in its ascendancy was killed 
off as a result, 

2, I think the main lesson to be learned 
IS the value and importance of 
specialising in areas you know ell and 
which are profitable to you. 

Constant interfacing with dealers 
and end-users would provide 
feedback which is useful in 
determining product strategy. 

3, David Pleasance and his team are 
fully committed to the Amiga an its 
users. I would favour them as I know 
they could do a good job. 

4, One of the most important things 
from any manufacturer is 
communication. 

I hope that the new owners 
maintain a good relationship with their 
distributors and dealers and via the 
specialist press with their end-users. 

If they keep the market 
informed and respond to its 
requirements, then they will be 
providing first class support. 

5, We are looking forward to a bright 
future for the Amiga. 

The enquiries and orders we are 
currently receiving indicate that the 
Amiga market is still very much alive 
and ready for an explosion of activity 
just as soon as David Pleasance's bid 
is accepted! 



education market and the CDTV debacle put strain 
on the revenue building of the A500 just when 
the product started to lose its stranglehold on the 
UK market. It didn't help that the US company's 
top execs continued to live the high-life. A private 
jet used mostly by the man at the top Medhi Ali 
was not jettisoned until a few weeks before 
voluntary liquidation was announced. There's even 
a rumour that Ali had his own full-time car and 
chauffeur in the UK, despite spending just a few 
days a month here. 

There were other signs that all was not well. 
Steve Franklin's golden reign came to an ugly end 
in summer 1992 when he left the company amid 
accusations of financial irregularity arising from his 
involvement with FMC, Commodore's appointed 
maintenance company. ^^^^^^^^_^^_ 
He was succeeded by his 
deputy Kelly Sumner, who 
had joined Commodore 
from school and risen 
through the ranks. During 
Sumner's year-long 
tenure there was much 
belt-tightening, including 
numerous redundancies 
and the relocation of 
machine manufacture to 
Scotland. But there were 



'Xommodore UK can point 

to years of success in the 

British market while its 

global parent lurched from 

disaster to disaster." 



also successful launches for the Amiga 1200 and 
Amiga 4000 - machines which unveiled the 32-bit 
AGA chipset for the first time. 

The latter machine was widely acclaimed as a 
superior multimedia platform to the PC and the 
Mac. It was adopted by musicians like Batman 
composer Danny Elfman and used by designers in 
Hollywood to create special effects for shows like 
Babylon 5. Unfortunately there were occasions 
when Commodore was not in a position to take 
advantage of its fantastic technological headstart. 
For many months in 1993 the UK company simply 
could not source any machines to sell to a hungry 
list of potential clients. Presumably these users 
switched to PCs and Macs and were lost forever. 

Further evidence of a creeping desperation 



came in the immediacy of decisions to cut prices. 
The A600 fell from £399 to £299 with little 
forewarning, and repeated the trick in falling to 
£199 some months later. This didn't please 
dealers who had bought at the old price and found 
themselves losing money on overstocks. 
Customers who paid the old price were 
understandably aggrieved too. 

Sumner left for Gametek in April 1993 without 
leaving an obvious successor inside Maidenhead. 
It was time for David Pleasance to return from a 
jaunt in the US and continental Europe. He came 
back to a very different set-up from the one which 
had made Commodore a forceful presence in the 
late eighties. Many senior figures had departed - 
CDTV guru Jim Mackonochie and technical expert 
■■naH^H^^^^^^^ (^''ve Fort to Mindscape, 
marketing manager 
Gary Lewis to Gametek, 
PR man Andrew Ball to 
an agency in Cheshire - 
and the company was 
now being run by a 
small team, 

Nothing wrong with that 
except that this select 
band was preparing to do 
battle with Sega, 
" ' Nintendo, 3D0 and 

Philips for a stake in the CD console market. 

In July 1993 The Big Breakfast's Chris Evans 
welcomed invited guests to the Science Museum 
in London for the gala launch of the Amiga CD32. 
This 32-bit console was acknowledged - even by 
Pleasance himself - to be the make-or-break 
machine for the corporation. It must have been a 
significant day. Even Medhi Ali turned up. 

Bullish predictions of 250,000 sales across 
Europe by Christmas were made. They were soon 
exposed as over-ambitious. Overall, Amiga CD32 
received a good reception from press and 
developers. But even the best machines take two 
or three years to establish themselves. Six months 
was never going to be enough. And Commodore 
UK was not helped by slow software support, a 
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still from Dave Haynle's 
"Deathbed Vigil" video) 
was planned as the coi 
of the next generation ■ 
Amigas. With a pretty 
awesome specification 
(Including eight chani 
of CD-quality sound), ft 
new chipset held out 
great promise. Howeve. 
the liquidation of 
Commodore left It llm' 
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WHERE ARE THEY NOW? - AAA CHIPSET \ 


VAV hether the AAA 
WW chipset ever sees 


However, no 


1 

and Mac operating systems Is 


operating software had been 


Just 18 months away. 


the light of day depends on 


designed for it and now. 


So if a AAA chipset 


the speed with which it can 


of course, there are no 


machine could be brought to 


be developed. 


software specialists working 


market In, say, six months it 1 


David Pleasance says 


for the company. 


would be a viable proposition. P 


it was 98 per cent complete 


RISC technology, which 


If not (as seems likely) 


when liquidation was 


could produce a machine 


the RISC machine will take 


announced. 


which combines Amiga, PC 


priority. 



relatively meagre advertising budget and a TV ad 
which was panned by the trade as dreary and old- 
fashioned next to Pirate TV and Rik Mayali walking 
into a pane of glass. 

In the circumstances actual sales of around 
50,000 in the UK by Christmas 1993 (Commodore 
has never given a precise sales figure) were very 
good. Excellent even. And 
software sales began to 
climb too. By easier 
1994 CD32 games were 
easily outselling PC CD- 
ROM and Mega CD titles. 
In general it was a good 
performance. Just not 
good enough to bail out a 
company that had posted 
a series of staggering 
quarterly losses. 

These numbers make _^^^^^^^^^^ 
pret^ frightening reading 
so those of you of a nervous disposition be 
warned. For the three months to March 1993 the 
loss was $177.6 million - that's roughly six times 
the profits for the previous fiscal year. This huge 
total was the third Instalment of a year In which 
Commodore made a total loss of $356.5 million. 
The mistakes of the previous four years had been 
swallowed and kept down for as long as possible. 
Now they were being vomited up at the same time. 

So you get a feel for the scale of the job 
facing the company. Pleasance and Proudfoot put 
a pair of brave faces on the task and said that, 
yes. the loss was fearsome but it was because all 
the expensive mistakes had been written off In 
one go. "Some things have to get worse before 
they get better" was how Pleasance put it. They 
were confident that the new streamlined 
Commodore with a manageable core range 
comprising the A1200, CD32 and A4000 could 
muscle it through. And this was the case that 
Commodore presented to impatient creditors like 
the Prudential with mounting debts. It worked. The 
company was given a stay of execution and some 



''There were occasions 
vA)en Commodore was not 

in a posiHon to take 
advantage of its fantastic 
technological headstart/' 



breathing space to put things right. 

In the three months to December 31 1993, 
when the CD32 factor was supposed to be taking 
effect, a loss of $8.2 million was posted. 
Chairman Irving Gould had injected $17.4 million 
into Commodore as a loan from another of his 
companies. Clearly the rescue plan was too little 

too late. Liquidation 
^^^^^^^^^^^^^ became inevitable. 

When it came, it was 
like a bolt out of the 
blue to all but senior 
management. In the UK 
staff at Maidenhead 
were shocked. But the 
company continued to 
trade as normal as did 
subsidiaries In Canada, 
Germany, Scandinavia 
and Italy, sheltered by 
the court protection of 
their parent in the Bahamas. 

As potential backers jostled for control it 
seemed the future would be sorted out quickly. 
But the lawyers tasked with finding a solution had 
underestimated the complexity of the job. The 
Commodore organisation was a tangled web - it 
has even been likened to the Maxwell corporation. 
A buyer was not going to be appointed quickly. 

This gave Commodore UK time to put together 
its own bid. On July 7 1994 it was announced to 
the trade. At this point Pleasance talked about the 
possible replenishment of Amiga stocks by 
October/November. Of course, we now know that 
has not happened. The Commodore UK boss is 
still confident his bid will be accepted. He says 
there is no substance in the CEl offer whatsoever 
and that it wouldn't make sense for the liquidators 
to simply dismantle Commodore. Why? Because 
Amigas are no good to anybody unless somebody 
controls and regenerates the technology. 

Which brings us back to the beginning. Of the 
feature, that is. Is this the beginning of the end or 
the end of the beginning? f^ 



In my opinion^.* 

rrol Madoo works for E M' 
Computergraphic. one of the 
formost purveyors of PD and 
Compugraphjc fonts in the Amiga 
world. As with all the others in 
this piece, he has his own opinions 
as to why Commodore went into 
liquidation. 

1 In my opinion the Commodore ot old 
spent far too much time and effort 
trying to be all things to all people 
They really should have ploughed more 
money and development lime into 
concentration on the Amiga (subsidised 
by their sales of the games Amigas). 

Their PC i;lones were a joke, 
doomed Irom the stait. and aimed dl 
an exliemely competitive, and low profit 
market. Commodore were the only 
company that could make and develop 
Amigas This, coupled with a more 
positive form of Amiga promotion could 
have guaranteed them a solid future 

2, The new owners whoever they will 
be should really concentrate on 
publishing the Amiga as a piofessional. 
very competitive DTV machine. The Amiga 
as we ail know, is a great multimedia 
machine capable ot matching the 
capabilities of the best contenders in 
this field at a much lower pnce. 

3. 1 ve got no favourites here, as long 
as the new owners see the Amiga foi 
what it IS foi what is can do and. 
maybe more importantly, are prepared 
to market the machine to a 
professional market. 

4 Support at this stage isn't really the 
problem for the new owners 1 feel that 
they should talk to high end users and 
organisations, the people that use 
Amigas and find out what these users 
want from the Amiga, 

The new owners should then 
develop Amigas around the people that 
know what the hell they want from the 
machine. Maybe consulting with third 
party developers would also give them 
a more integrated and detailed pian for 
future developments 

5. At present 1 see a very grim future 
In the space of a few short months 1 
have personally seen the Amiga loose a 
staggering amount of ground with 
professional users. Even if the Amiga 
saga was resolved today, the new 
owners would be facing a long struggle 
to make up the lost ground with the 
professional users that are transferring 
to alternative (and very expensive) 
computer platforms at an alarming 
rate. Their first priorities should be to 
get machines to the end user, get the 
Amiga as much exposure as possible 
and. more importantly, get feedback 
from the (remaining) high end users. 
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ou have to be either very confident or 
very stupid to claim that your program Is 
"The Ultimate Video Titling System", but 
as this Is what Video FX claim for their new 
program I was keen to put it to the test and see 
Just what It was they had to trumpet about. 

I have used a good few titling packages over 
the years, including all the commercial offerings 
and several PD efforts and was curious to know 
how Pizaz would measure up to such competition. 

Supplied on 11 disks, Pizaz claims to work on 
any Amiga fitted with at least 3Mb RAM {including 
1Mb Chip RAM). A hard drive isn't essential as 
Pizaz works directly from floppies, but it is 
recommended, as is 5-8Mb RAM. Incidentally, a 
full HD installation of Pizaz requires just over 4Mb 
of free disk spacel So. anticipating the good things 
to come 1 started the HD installation (which uses 
the standard Installer system) and, ten minutes 
later, all the software was Installed. 

Once Pizaz was running I began to do my usual 
investigations trying to freeze it, trying to push it 
to its limits... Often I'm amazed by what a really 
smart program can do and I write all the good 
things down first but with Pizaz it took under an 
hour of use to produce a list of shortcomings 
which filled most of an A4 pagel 

NOT ENOUGH MEAT? 

1 Pizaz only works in lo-res overscan (368 x 285 x 
32 colours); 

2 Pizaz only has three fonts (and no 
choice of point sizes or lower-case 
letters); 

3 Pizaz cannot use standard Amiga 
fonts (a separate program, costing 
£39.99, to do this is due out in 
January 1995); 

4 Pizaz doesn't centre text properly 
(see screenshot top right); 

5 Text kerning is poor; 

6 You can't mix fonts on a page; 

7 Change the fonts and you lose all 
the text on a page; 

8 Pizaz cannot import text files; 

9 Pizaz doesn't do scrolls or crawls in the 
accepted sense of the word (such rolling a credit 
list up the screen); 

10 No wipe effects are available; 

11 Pizaz cannot load an IFF file as background, nor 
can it use brushes; 

12 Pizaz has no real palette control; 

13 Horizontal "scrolling" is often jerky; 
True, most of the above problems can also be 

individually applied to some {if not all) of the video 
titling programs which are (or have been) available 
for the Amiga, but not in such concentration as 
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IT PIZZA? 

Gary Whiteley finds a new video titling 
contender to be a plain affair, rather than the 
Quattro Stagioni it would like to pretend it is. 



seen here. I question whether Video FX stopped to 
consider the market they were moving into, if they 
took a close look at the competition, or if they 
even know what a video titler is supposed to do? 

NO NEED TO WELSH 
ON BASICS 

There's more: Video FX have not only added 
personalised securi^ coding to each issued 
program (not that I think that's a bad thing) but 
they have also included that: enter word two from 
line two of paragraph four on page 42-type of 
annoying requester that sometimes pops up. I 
know Mid-Glamorgan is a bit off the beaten track, 
but surely there's no time warp there? 

If you're reading. Video FX, I hate to have to 
say this, especially since you undoubtedly have a 
lot at stake here, and you have put more than 
20,000 lines of code into making 
Pizaz what it is, but this program 
Just doesn 't cut Hi 

Whatever inspired you to 
include only three fonts {OK, they 
can do some fancy rotating things) 
that look like escapees from an old 
Euro-Demo? Why no plain fonts, and 
why no choice of point sizes or 
lower- and upper-case letters. 

Must we always spell words in 
multi-coloured, chrome-effect text? 
PIzaz's menus, such as this Do the TV companies want this? Do 
for "scrolling" are simple. wedding producers want this? Does 
your average DTV enthusiast want this? I think not! 

So I suggest that you include some more 
usable and realistic fonts immediately. Perhaps 
you could start with some serif and non-serif fonts, 
each in three point sizes {perhaps 16, 24 and 32 
pixels high, for instance). And then add the ability 
to mix them on a page and adjust the colours of 
each at will. If you don't know what I'm talking 
about check out some other video titlers. 



Sonol I 1 








£ 


1 


In 


1 Wr 


1 


SnooUi 




1 


LaFt.-Rlfltifc 


'- m. 


1 


Llrw 


' itf 


r 


Flr-Kt. 


nj. 


1 


Tew 


lo-. 


1 


Owor* 


1*! 


1 


B 


*!' 


dJ 




Bai 


1 y-^tuiifli 









ffSftt 



JiJ J 



2J 



Would you use fonts like these for video titling? 
No, neither would I, even If Pizaz did provide 
lower-case letters - which It doesn't. 



NOTHING IN ITS F(L)AVOUR? 

OK, Pizaz has a few redeeming points, though 
these are obviously heavily outweighed by the 
above criticisms. The rotating text idea is nice 
(where text grows while spinning into place, either 
by the letter, line or word), and the so-called 
scrolling routines look good where text rolls either 
above or below its preceding line. I also liked the 
fact that there are several ways of adding spice to 
the text by being able to adjust (or add) things like 
outlines, borders and so on, as well as make 
limited adjustments to the colour palette {by 
loading one of several preset palettes). 

Beyond this, though, there's not much left to 
say. An exclusively lo-res interface and lo-res 
operation isn't up to scratch nowadays. It is no 
excuse saying that lo-res was used to save 
memory and enable Pizaz to be as compatible with 
as many Amigas as possible because, to come up 
to Pizaz's stated minimum RAM requirements, any 
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This Is what Pizaz refers to as text centring. 
Surely a visit to the optician Is required here If 
you think that the 'ON' Is really centred? 

standard Amiga (except the 4000) would have to 
be expanded anyway. Heck, if BAS 2 can scroll and 
crawl in Hi-Res in just a Mb and provide more than 
twice the fonts and most of the features of Pizaz 
then surely Pizaz could get it's act together in 
20,000 lines of code? Get real, Video FXI © 
Gary Whiteley can be e-mailed as 
drgaz@cix.compulink.co.uk 




WHAT 

Pizaz vl.l - £59.99 

WHO 

Video FX 

WHERE 

video FX, 291 High Street, 
Gllfachtioch, Mid-Glamorgan, 
CF39 8SH « 0443 674385. 



CHECKO 

Pizaz 



UT 



Documentation: 75% 

Adequate - but boring. 

Features: 40% 

Naff. Not enough fonts, not enough features. 

Ease Of Use: 50% 

simple enough to use, Just that there are things that 
ought to work better - like font swapping. 

Value For Money: 30% 

If this was £10 shareware then I might be happy OK, 
It isn't Scala, but even so... 

Overall rating: 50% 

Despite Its grandiose claims, Pizaz 
really isn't worth spending your 
nnoney on. Buy BAS 2 Instead and 
some real pizza with the £30 you'll 
save - you'il certainly enjoy It more. 
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Lightwave 
£459.95 




Brilliance 2 
£45.95 




Vidi Amiga 

12 RT 

£189.00 




A1200 

InsiderGuide 

£12.95 




Mini Office 
£37.95 




Kid Fix 

£19.95 



Vitual Reality in your 
computer! Create 
landscapes and fly- 
throughs with Vista 
Pro, Makepath & 
TeiTaform,and explore 
the night sky with 
Distant Suns. 

£59.95+£4.00p&p 



Amiga-PC Utilities 

PC Task 3 NEW E59.95 

Emulate a windows 3.1 PC, read & 
write MS DOS files. 

Books 

Secrets of Frontier Elite. . . £8.95 

A1200 Insider Guide £12.95 

A1200 Next Steps £12.95 

Amiga Disks & Drives . . . E12.95 

Assembler Guide £13.95 

Imagine Hints & Tips £7.95 

Workbench A-Z £13.95 

Mastering Amiga Amos . . £17.95 
Mastering Amiga Arexx . . £17.95 
MasteringAmiga Beginner£17.95 
Mastering Amiga Printers £17.95 
Mastering AmigaDos 3.0 

Reference £19.95 

Mastering AmigaDos 3.0 

Tutorial £19.95 

Mastering AmigaDosVoll £19.95 
Mastering AmigaDosVol2 £17.95 
Amiga Beginner's Pack . . £36.95 
Includes A1200 Insider Guide + A1200 
Next Steps books, Amiga Insider 
Video, + 4 disks of shareware 
Workbench Booster Pack £36.95 
Includes Workbench 3 A-Z Insider 
Guide, Disks & Drives Insider Guide & 
lulorial video 

Disk Utiuties 

DirWork 2 £29.99 

Directory Opus v4 £43.90 

Disk Expander £29.95 

Compresses your hand drive 

Gigamem £47.50 

Quarterback v6 £29.95 

Hard disk backup 

Video Back-up System with 

Phono cables £54.95 

Backs up floppies and hard drives 

onto VHS video tapes 

Video Back-up System with 

Scart cables £57.95 

X-Copy Back-up Pro ...£19.99 
Multitasking latest version 

Databases 

Datastore NEW £49.95 

SbasePro4 £139.95 

Relational databases Database 

Management Language 

Sbase Personal 4 £69.95 

Database 
Appucations 

GB Route Plus £31 ,95 

Plan your route in the UK 

Mallshot Plus £35.95 

Music Librarian £19.95 

Plants For All Seasons . . £19.95 



Vista Pro 
Distant Suns 

Makepath & 
Terraform 

Scanners + Software 

Epson GT6500 Scanner £599.00 
A4 Flatbed 1 200 dpi colour 
Epson GT6500 Scanner 

Controller £89.00 

Sharp JX100 Driver ....£89.95 

Software 
Development 

Amos Professional £29.95 

Amos Pro Compiler £24.95 

Blitz Basic v2 £49.00 

CanDo V2.5 £89.95 

Cygnus Ed Prol v3.5 £59.95 

DevPac 3 £51 .95 

Hisoft BASIC 2 £54.95 

Pascal £79.95 

Educational 

Any Fun School 4 . . £15.99 each 

ADI GCSE Maths £19.99 

ADI GCSE English £19.99 

ADI GCSE French £19.99 

Any other ADI Maths, English, or 

French £16.99 each 

ADI Junior Reading £15.99 

ADI Junior Counting £15.99 

Kid Pix £19.95 

Merlin Maths £16.99 

Paint and Create £16.99 

Spelling Fair £16.99 

Noddy's Playtime £16.99 

Noddy's Big Adventure . . £16.99 

LCL Micro English £16.99 

LCL Micro French £16.99 

LCL Micro German £16.99 

LCL Micro Science £16.99 

LCL Micro Spanish £16.99 

Finance Management 

Cashbook Combo £59.99 

Day By Day £24.99 

Digita Home Office NEW. £44.95 

Money Matters £34.99 

Personal Finance Manager Plus 
Keep track of your cash .... £28.95 

System 3E £49.99 

TurtDOcalc NEW £49.95 

Spreadsheet 

Integrated Software 

Mini Office £37.95 

WP, spread sheet and database 

Image Processing 

art department v2.5 
Upgrade £39.95 



Art Department Professional v2.5 
ONLY £139.00 



Imagine 
v3 



The phenomenal new 
version of the incredi- 
ble 3D package from 
Impulse. New 
"Bones" feature, great 
new textures and 
much more ! 

£99.95+£4.00p&p 




AD Pro Conversion Pack. £59.99 

Caligari 24 £89.95 

Caligari Broadcast v3.1 . £249.99 

Doug's Pro Control £50.95 

Imagine 3 £99.95 

Ughtwfave £459.95 

MoiphPlus £129.00 

Essence vol 1 + Forge . . £79.95 
Essence vol 2 + Forge . . £79.95 

Pixel 3D Pro £59.00 

Create 3D Images from 2D 

Real 3D Classic £69.95 

3D rendering, ray tracing 

Real 3D V2.4 £299.95 

Professional 3D rendering 

X-Cad Special Offer 

Limited to just 95 copies of 
X-CAD 3000. 

X-CAD 2000 £39.95 

X-CAD 3000 £119.95 

Music 

Bars & Pipes Pro v2.5 

The latest version of the most 
comprehensive sequencer on 
any platform. Contains 50 new 
features. 

Upgrade v2 to v2.5 £79.95 

Bars&Pipes Pro v2.5 . . . £199.95 

Creativity Kit £24.99 

Internal Sounds £24.99 

Multimedia Kit £24.99 

MusicBox A or B £24.99 

Peformance Tools Kit . . . £29.99 

Power Tools Kit £29.99 

Pro Studio Kit £29.95 

Rules for Tools £29.99 

One Stop Music Shop . £479.99 

PatchMeister £79.95 

Patch librarian lor MIDI, drivera lor 
many sound modules Sysex dumps 

SuperJAMI vl.1+ £59.95 

Easy way to make musici 

SyncPro £151.95 

SMPTE Time Code reader and writer. 

Triple Play Plus £159.95 

3-out MIDI Interface 

Pro Midi Interface £19.95 

Megalosound Sampler. . . £23.95 

Deluxe Music v2 £69.95 

Technosound Turbo 2 . . . £25.95 

Paint 

BBSJJAN£EZ 

The fantastic new version 
OF DiCTTAL Creation's 

PREMIER PAINT PACKAGE. 

Brilliance 2 £45.95 

Deluxe Paint 4.5 AGA . . . £59.95 
TV PAINT v2 £169.90 



All Prices Include VAT 



Word Processing & 
DTP 

New WoKowoftTH 3 4 $E 

Special Q j^fer 

Umtted Stock £44.95 

Final Copy 2 £47.95 

Final Writer 3 £69.95 

Pen Pal £29.00 

TypeSmith2.5 £118.95 

Pagestream 3 £199.95 

Wordwot1h3.1SE £44.95 

Wordworlh3.1 £99.95 

Personal Fonts Maker . . . £39.95 

Virtual Reality 

Distant Suns v5.0 £27.95 

Vista Pro 3.0 £27.95 

Vista Lite (only 2mb req) . . £27.95 

Makepath for Vista £9.95 

Animate a path in Vista 

Ten-aform for Vista £9.95 

Change landscapes 

Video Production 

Special Offer 

Just A Few Lett At £99. 95 
Big Alternative Scroller 2 . £49.95 

Helm £89.95 

Montage 24 £259.95 

ScalaHTlOO £49.95 

Sca[aMM211 £139.95 

Scala MM300 £289.95 

ScalaEchoEElOO ....£132.95 
Media Point v3 £249.95 

Video Hardware 

Editmate £179.95 

Control video Ifom Amiga, add sound 
via the mixing board 

Pro Grab 24RT £129.95 

Video Back-up System with 

Phono cables £54.95 

Backs up your floppies and hard dri- 
ves onto VHS video tapes 
Video Back-up Scart . . . £57.95 

Vidi Amiga 12 AGA £69.95 

Grabs full colour images from video 
source in under a second 

Vidi 12 Real Time £139.00 

Vidi 24 Real Time £219.00 

Rendale 8802 Genlock . £159.95 
Rendale 9402 SVHS . . . £279.95 

Hardware 

Tabby Graphics Tablet . , £49.95 

Power Floppy Drive £49.95 

PC880E Economy Internal 
Floppy Drive £39.95 




Page 
Stream 3 
£199.95 




Word'^orth 
3.1 SE 
£44.95 



mm 

Essence & 
Forge 
£79.95 




Hisoft 
Basic 2 
£54.95 




TurboCalc 

Spreadsheet 

£49.95 




PC Task 3 
£59.95 



How TO order: Cheques made payable 
Credit Card: Visa, Mastercard, Access, Do" 
Postage & Packing: Charges within the Ui* 
Next day courier is £4.95 inc. VAT within Ui 
Pricng ; All pricing Includes VAT but not caniauo Via 
Problems; Faulty product will be replaced 



_l8t 5 working days to clear. _ 

ird when we despatch the order not before. 
mlpss otherwise stated, Recorded post is an extra £0.5Sp^ 
e ask for overseas pricing. 

- ■ ynt; v/iii ba mlofmad ol any change when you onji 
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el 0181-715 8866 

■ Fox 0181-715 8S77 
Rapid House, 54 Wandle Bank 
LoiulonSWIf) IDIV 
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VLAB MOTION 

Gaiy Whiteley reviews a new motion JPEG 
card and wonders whether it might provide 
some serious competition for DPSi PAR card. 



Like its rivals, the DPS Personal Animation 
Recorder and the Digital Broadcaster 32, 
MacroSystem's VLab Motion has taken 
rather longer than expected to get out of the labs 
and into the shops. But It's here now and, 
bearing the competition in mind, I set about 
giving It a thorough testing. 

The most obvious difference between the 
three systems is price. A full PAR, with grab 
module and an adequate hard drive costs around 
£3500, whilst a fully-specced DBC 32 setup costs 
even more. The VLab Motion, together with a 




Configuring VLab Motion's interface is a 
necessity unless you liave a 1280 x 1084 display. 




Here are separate setups for grabbing and editing. 



large, fast, dedicated hard drive and SCSI card 
should cost well under £2500. I know there is 
more to comparisons than price, but over £1000 
difference between apparently equivalent PAR and 
VLab Motion setups is a pretty big chunk of cash 
and this alone will be an obvious attractor to 
potential punters. If space allows we'll come back 
to this point later. Rrst let's find out just what the 
VLab Motion is. 

VLab Motion is a motion JPEG (not to be 
confused with MPEG) card for any Zorro slot 
equipped Amiga. It can accept composite or YC 
video and convert it on the fly at 50 fields per 
second into digital video stored on a hard drive for 
further manipulation or for output as sequences of 
single images or as animation to tape. VLab 
Motion comes supplied with MacroSystem's 
MovieShop software, which controls all the various 
aspects of the digitising and manipulation 
processes. Used in conjunction with 
MacroSystem's Toccata sound card MovieShop 
can also control simultaneous audio digitising 
and synchronous sound and picture editing. 
However, this review is based solely on the VLab 
Motion, as I wasn't supplied with a Toccata card to 
play with as well. 

Rtting the VLab Motion card is straightforward 
{but see the sidebar for hints on what could go 
wrong if your system doesn't measure up to VLab 
Motion's non-specific requirements) and installing 
the software is no problem. One important point is 
that any har^ drive (or indeed drive partition) which 
you designate for saving VLab Motion JPEG files 
will no longer be accessible to normal AmigaDOS 
functions, as it wiil be taken over by MovieShop for 
its own purposes, therefore becoming useful only 
for VLab Motion work. 

You should also note that grabbing big chunks 
of high-quality video data requires huge amounts 
of disk space, so if you're seriously considering 
VLab Motion I'd recommend that you have at least 
a half Gb drive. It is crucial that the drive is as fast 



rprViitec QpttwB" 



jEm 



Brightness: 

Contrast: 

Chroninanoe: 



I 



JiBBX 



HOC: PI SloM 

y*: Bl Free 

SubCarrier: I 



Pre Filter I _VJ 

Height; glHwIiuiil 

Baitlpass: 81 111 | 

Coring; Bl Lay [ 

HSHOOlhing! ■ [ 3 

V Snoothing: _i/J 



Field Snap: Blflutoj Free Running; Vj Dutwt ftxte; BiFtotol 
Use [ Default I Canetj 



Along witlj all the bells and whistles, VLab Motion 
also lias proc amp video controls to tweak the 




Could the V-Lab Motion turn you into a 
Rock'n'Roll rebel? Or Just a pale Imitiation? 

as possible and SCSI-2 might be preferable to 
provide a data transfer rate high enough for true 
broadcast-quality storage and playback, Unlike the 
PAR, which requires a dedicated IDE drive 
connected directly to its own interface, the VLab 
Motion will work with any SCSI drive (and probably 
even with a suitably fast IDE drive). 

In addition to its grabbing, editing and image 
and scene manipulation functions the Movieshop 
software provides for extensive control over the 
incoming video signal, particularly colour, contrast 
and brightness, as well as a range of filtering 
options, in case the picture quality isn't quite up 
to scratch. There are also controls for colour- 
keying a live video image over a previously 
digitised one, though keying quality is dependent 
upon the quality of both the digitised and incoming 
signals. It works, but it could be better. 

Once digitised, the video clips ("Scenes') can 
be hacked around in various ways, including being 
built into longer sequences with optional transition 



REVIEWER'S LIFE IS NOT A HAPPY ONE! 



In my three years with Amiga 
Shopper I don't remember having 
had so much trouble with a product 
as I had with VLab Motion. 

Having read MacroSystem's 
minimum hardware requirements it 
looked like my 40MHz 'OaO- 
equipped, 12Mb, three 120Mb SCSI 
hard drives A2000 would easily 
make the grade. Alas no, because 
once I'd got the VLab Motion 
installed, the only consistent 
features were the problems I had 
getting it to work, 

Thinking it might be a memory 
problem or hardware conflict, I 



started removing cards to test this 
theory. The problem persisted. To 
eliminate the possibility that it was 
a problem with my GVP 
accelerator/SCSI card, I tried the 
VLab Motion In a friend's A2000 
with an 040 card. Still no dice. The 
best JPEG quality I could use with 
confidence was just 30% - not even 
VHS quality! 

By now I'd called ACS several 
times. Meanwhile, I became 
increasingly frustrated with the VLab 
Motion. Now t suspected the hard 
drive I was using, but was assured 
that it was fast enough. 



ACS told me that MacroSystem 
in Germany had found no 
incompatibility with GVP cards, 
though Noahji's (MacroSystem's US 
distributors) had apparently 
circulated a note saying that there 
were compatibility problems with 
the VLab and GVP Series II SCSI 
controllers. I fitted an Oktagon SCSI 
controller to substitute for the GVP, 
which meant having to disassemble 
my Amiga to shift the hard drives 
around. But having rebuilt my 
Amiga, guess what? Yep, still no 
improvement! I began to wonder if 
the VLab Motion card was faui'ty. 



Another call to ACS informed 

me that of a batch of twelve cards, 
six had already been returned as 
faulty. A new VLab Motion card from 
a new batch was duly dispatched to 
me, the third in as many weeks. 

After swapping my hard drives 
around, guess what? It worked! So 
the drive distributors had been 
telling porkies and my Conner drive 
wasn't as fast as they said it was, 
which is why the swapped-out 
Quantum was now letting the VLab 
Motion work with some semblance 
of realism, and, additionally, my 
GVP SCSI/accelerator worked fine. 
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The Image quality of the V-Lab Motion depends 
upon what compression you use. . 

effects between them. The heart of the editing 
process is a drag-'n'-drop time line window which 
is reasonably easy (though not particularly 
intuitive) to use but the calculation of the effects 
can take a very long time. The effects are not real 
time and must be calculated and stored frame by 
frame before the new sequence can be replayed. 

A range of effects is provided, Including basic 
wipes and fades, several image processing 
functions, picture-in-picture processing (with 
borders) and simple titling. Scenes can easily be 
joined together by grouping them in the clipboard 
window but trimming them to precise lengths isn't 
as easy as it should be. Grabbed scenes and 
edited sequences ('Movies') can be saved to other 
hard drives, but unless you note the JPEG ratio 
they were made at you won't be able to 
reload them! 

MovleShop has plenty of potentially excellent 
features, not least its ability to import both JPEG 
and standard IFF files, and to export frames of 
video data to disk in a variety of formats. This 
means that animations can be built to the hard 
drive from sets of IFF or JPEG images, or 
sequences of video can be split into single frames 
for rotoscoping or other processing. 

BUGS AND TROUBLES 

Throughout my evaluation I came across software 
bugs and other problems. Here are some of the 
most prevalent or niggling: 

• Scenes can be saved as data to other 
devices than the MovieShop partition/drive but 
unless you know their JPEG ratio they can't be 
reloaded Into MovleShop! So, make notes or 
effectively lose your data! 

• Any changes to the digitising settings will 





This Is what happens If you don't configure the 
screens - a lot of clutter! 




A special prize will be offered to the person 
sending In the wittiest caption to this picture... 



Will you want to kiss the V-Lab motion? Not 
unless you have a fast machine and hard disk... 

result in the total loss of all the data saved on the 
MovieShop drive. So, back it up first (taking into 
account the above paragraph). 

• Top quality grabbing at full PAL overscan 
requires a very powerful Amiga system - more 
powerful than mine, certainly. I wasn't able to 
get better than 75% JPEG at 640 x 512 pixels, 
though I would have liked to grab at 752 x 576 
at 90% or more... 

• Effects transitions can take ages to 
calculate (as can loading or saving out frames 
from a sequence) though the effects are built-in 
and so don't require the use of an external 
processor such as ADPro or ImageFX. 

• The software seemed quite buggy at times 
and would hang unaccountably or refuse to 
function as expected, even though it had worked 
'perfectly' just moments before. Functions often 
seemed inconsistent for no apparent reason. 

• Setting up the necessary buffer values for 
disk load and save can be a real pain and requires 
a lot of experimentation to achieve optimum 
performance for each VLab Motion system. 

• Constructing a VLab Motion animation from 
external image sequences (for example rendered 
images from a 3D program) is another hit-and-miss 
affair where it seems easier to get error messages 
than to actually build the animation. 

• There are too many different control 
windows, making for a cluttered user Interface 
unless different settings are used or the user has 
access to extremely hi-res screen modes. 

WHAT'S MISSING? 

I was surprised that VLab Motion has no playback 
speed control or time-lapse grab facility (although 
it can grab either single frames or specified 
numbers of frames in one pass), and I'd like to 
see several of the windows combined for simplicity 
- such as the Time Line and Time Line Control 
windows. Another bug sweep is essential and the 
manual needs significant improvement. 

Gary Whiteley can be e-mailed as 
drgaz@cix.compulink.co.uk. C9 



REQUIREMENTS 

Although the manual says any Amiga 2000, 
3000 or 4000 with at least 2Mb of Fast RAM 
and a free hard disk partition or entire drive are 
the minimum requirements for successful VLab 
Motion use I have to say that most users will 
probably be very disappointed at this level. 

For realistic results an '030 (or preferably 
■040) accelerator, plus large, fast SCSI 
Hard Drive (12 msecs or better) and 8Mb or 
more RAM are essential. Also required - 
composite or YC video source, external video 
monitor and a second VTR for recording the 
VLab Motion's output. 




WHAT 

VLab Motion - £1040 

WHO 

Macros ystem 

WHERE 

Amiga Centre Scotland, 
Harlequin House, Walkerburn, 
Peebiesstiire, Scotland. 
V 0896 870583. 



CHECKOUT 

Vlab Motion 

Documentation: 70% 

Looks convincingly authoritative but is very frustrating 
to read (no index) and rather uninformative to boot. 
Lack of tutorials, poor explanations of cruciai software 
settings and hardware requirements and dodgy English 
don't help. By the way. 41 pages of the manual's 100 
are devoted exciusively to ARexx commands! 

Ease Of Use: 50% 

Thanks to the indifferent manual and cluttered, 
schizophrenic, multi-window user interface VLab Motion 
verges on being a pain to use at times - unless you 
have a 1280 x 1024 hi-res screen, that is. 

Features: 85% 

There's no doubting that MacroSystem have tried to 
cram as many features as possible into Uieir package, 
though they aren't all quite up to scratch yet. 

Quality: 70% 

From my (limited) tests I don't think the VLab Motion 
has yet reached true broadcast quality, though this 
obviously depends very much on the specification of 
the host Amiga and its hard drives. 

Price: 80% 

Well priced and featured against the competiUon, but still 
eariy days as far as quality and software stability goes. 

Overall rating: 71% 

Cheaper than the DPS PAR by a good 
stretch, but nowhere near as friendly 
or efficient to use. Quality Isn't as 
good, though the added editing and 
effects, coupled with audio 
compatibility, are points in Its favour. 
I'd wait a while for VLab Motion (and 
its technical support) to Improve 
before splashing out. I'm afraid VLab 
Motion didn't knock my socks off, but 
I'll watch its progress with Interest. 
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If it's worth knowing 

Data Store it 

Create your own library with Datastore 




As long as people have had to record 
information, they've always looked for 
better ways to simplify and manage the 
process. 

Now there's an application that 
helps you do it more effectively than 
ever before. It helps you store and 

manage information with ease. 

With new Dlgita* Datastore™, it's 
easier than you ever imagined Like 
Digita Wordworth", the world's best- 
selling Amiga word processor, Digita 



Datastore features HIP™ and DigiSense" 
technology. 

This simply means the software is 
designed for the way you like to 

■work. For example, there's a whole 
range of EasyStart Templates™ to get 
you going quickly, and extensive on- 
line help is always at hand so that you 
can learn Datastore as you go along. 

EasyStart Templates include: Recipes, 
Address Book, World Traveller, 
Gardeners' Guide, Club Membership, 



Video Vauk, Home 
Insurance Inventory, Amiga 
Format Magazine Guide, Super Car 
Collection and many more. 



Call Digita on 01 395 270 273 for 
more information or write to Digita, 
FREEPOST, Exmouth EX8 2YZ. 

With Digita Datastore, storing 

information has never been this easy. 



flDIGITA^ 

^F INTERNATIONAL 



Digita International Limited, 

Black Horse House, Exmouth ex8 Ijl 

Telephone: 01 395 270 273, Facsimile: 01 395 268 893 



Copyright ©1994 Digiia Holdings Luniied. AU rights reserved. No part of this adven may be reproduced wilhoul written pecmission. Wirdworth, Digita and the Digila logo are registered trademarks and HIP, 

Datastore, EasyStart Templates and DigiSense are trademarks of Digita Holdings Umited. Whilst every care has been tal<en to ensure thai the information provided in tliis adven Ls accurate, Digita Holdings 

Ltd or any associated companies cannot be held liable for any errors, omissions, or loss which may have occurred. E&OE. 
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Third 

time 

iucicy? 




Wordworth 3.1 offers 10 preset levels of 
maffilflcatlon together with the facility to 
ma^lfy to any level between 25% and 400% In 
1% steps. Here, two pages fit side by side neatly 
at 50% on a DBLPAL 720 x 550 screen. 




Wordworth 3.1 also contains several Internal 
drawing tools. You can choose from several 
shapes Including rectan^es and ellipses, and 
define the colour, welgfit and style. You can also 
draw lines In a number of styles and g/ve them a 
variety of different start and end designs, for 
example, dimensions - arrows pointing at a 
vertical line - and, as above, splatsi 




Jeff Walker is a veteran! He has braved every 
version of iVorcKvorfh. Now he% back for more. 



R 



egular readers will know that I laid Into 
the first release of Wordworth 3 rather 
heavily (Issues 37 and 39). It was a tad 
buggy to say the least. It was also slow, and 
lacking In the kind of features Amiga owners are 
coming to expect of to|>-prlced software. Release 
3.1, says DIglta, Is faster, friendlier, and even 
more powerful. So let's see exactly how much 
faster, friendlier and more powerful It Is. 

We'll deal with "even more powerful" first 
because tliat implies that there are new features, 
as indeed there are. And top of the list is 
landscape printing, which was a feature of version 
2 but was removed for the 3.0 release because it 
didn't actually work. Landscape printing is one of 
those basic functions you expect from a word 
processor these days, so it hardly counts as a 
powerful new feature in my book. However, the 
good news is that landscape printing does now 
work, so you can produce, among other things, 
side-by-side A5 pages on A4 sheets of paper. 

EPS-PECIALLY FOR 3.1 

One of the biggest complaints I had of version 3.0x 
was that it wasn't able to import any sensible 
vector drawing format, only a couple of obscure 
Atari ST and PC formats. New to 3.1 is support for 
Encapsulated PostScript (EPS) drawings. Digita has 
copied its greatest rival, Softwood's Final Writer, by 
utilising a version of Adrian Aylward's freely 
distributable post.library to import and interpret 
PostScript code. Imported EPS drawings can be 
printed to any type of printer, although you require 
a deal of RAM for this (at least 3Mb). and 
interpreting PostScript is a big job so don't expect 
it to happen anywhere near quickly. 

Once imported and interpreted, EPS drawings 
are displayed on screen quite quickly because you 
don't see the real thing, just a rough bitmap 
version. When you scale an EPS drawing it may 
appear quite jaggy on screen. To draw it properly 
would take an age. But the on-screen rough is good 
enough to work with and the printout perfect -just 
as you would expect any vector drawing to be. 

One other important point here. As Adrian's 
post.library is quite a big file and it must reside in 



the Libs drawer on the disk you boot from. Digita 
has limited EPS import for use with hard disks 
only; a sensible decision. Indeed, I think the entire 
package should be marked "hard disk only" as it is 
murder to install on to floppy and frustration 
personified to run from its seven "system" disks, 
plus however many fonts disks you create. 

A SLOW SCROLLING 

Drag-and-drop text selection came in with version 
3.0a. This enables you to highlight a block of text 
and then drag it to a new position in the document. 
If it is a long document and the block you want to 
mark is more than a screenful long, you need to 
scroll the document while keeping the left button 
depressed. This kind of scrolling is very slow in 
almost every word processor, so there needs to be 
a faster way to mark blocks. The standard 
technique is shift-clicking. You position the cursor 
at the start of the block, move the view to the end 
of the block and then click the left button while 
holding the Shift key down to highlight all the text 
from the start position to where you shift-clicked. 
This technique is supported by Wordworth 3.1, 
another of its new features. 

Text formatting has been improved so that 
typeface and size are independent. This means 
that you can have multiple typefaces in a selection 
and change just their size. Digita says that the 




Oh dear: I specify contour left and get contour 
rl^t and a column of characters (top rl^t In the 
example) pushed Into the norhprlntable margin. 
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Wordworth's Four 
Across mode is dead 
handy for checking the 
general layout of your 
document. 



Just about every 
technical question you 
could think of asking Is 
dealt with in 
Wordworth's 
voluminous online 
help. However, you may 
not like some of the 
suggestions for 
troubleshooting. For 
example: buy more 
memory, 
buy a hard drive... 
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For those times when you need that funny little symbol In a font, Wordworth 
reads the entire typeface and displays every symbol. For PostScript Type 1 
fonts this assumes Adobe Standard Encoding, so if the font uses another 
encoding scheme not all the characters are available. This, together with 
the ability to flow text left and ri0it around the rectan^e or contours of a 
bitmap Is on Diglta's "list of things to be done" for the next revision. 



open/save text filters have also been improved, 
although my ASCII text import test took just as 
long with Wordworth 3.1 as it did with 3.0x. The 
reading and writing of the Wordworth file format 
itself has been improved, so much so that it is no 
longer compatible with previous revisions of 
Wordworth 3. Yup, Wordworth 3.0x cannot load 
Wordworth 3.1 documents, although the new 
version can export in Wordworth 3.0x format. 

PostScript printing support came in with 
version 3.0b, but I'll mention it because it was 
missing when I reviewed 3.0. It is pretty basic: 

• colour and Greyscale output are supported, and 
you can output to printer or a named file (but not a 
named device); 

• you can set horizontal and vertical offsets and 
scale and rotate the output; 

• there are no crop marks, 

• there are no colour separations; 

• you have no control over the size of halftone 
screen unless you edit the PostScript prologue file; 

• you have no control over the output page size. 

• it does download PostScript fonts and you have 
the choice of Every Time, Once Only, or Never 
(because the fonts are resident in the printer). 

IN IT'S FONT OF WISDOM... 

But, and yes, it is a big but, there Is a problem. 
Imagine this scenario. You have laid out your 
document using several PostScript Type 1 scalable 
fonts, but you don't have a PostScript printer so 
you (quite naturally) have the Normal print method 
selected. Rne, it prints nicely on your preferences 
printer, but then it turns out that you need to print 
it on a PostScript printer. So you decide to output 
the document to a PostScript file, which you can 
then transport to a new site and dump to the 
PostScript printer - the correct and sensible thing 
to do. But when you select the PostScript printing 
method in Wordworth 3.1 it changes every font In 
your document to a default internal PostScript 
font. Yes, every font and to the same point size, 
thereby ruining the layout of the document. 

To get Wordworth 3 to use and/or download 
PostScript fonts you must have the PostScript print 
method selected, before you start selecting fonts 
and formatting your pages, that is. But if you do 



that, when you want to print using the Normal 
(standard Amiga printer preferences) method, 
Wordworth 3.1 changes all the fonts to a default 
"normal" font. Yes, every font, and all to the same 
point size, so ruining the layout of the document. 

TWICE ISN'T TWICE AS NICE 

This is so crazy I can hardly believe it, but it is 
true, In Wordworth 3.1 (and 3.0b} you have to 
layout the document twice - once for Normal 
printer output, and again for PostScript outputi 

As far as new features are concerned, that's 
all of them - hardly what you envisage when you 
read "even more powerful" as most of them are 
features that were missing from, or badly 
Implemented in previous revisions of Wordworth 3. 

As for "friendlier", this refers to the on-line 
help files, which are indeed most welcome and 
include many tutorials. 
Although these are almost 
entirely of the "how do 1 do 
one single thing?" type, to 
which the answer is almost 
always "select this menu 
item, then that gadget", or 
something similar, it is this 
on-line help that makes 
learning to use Wordworth 
a pleasure because it is 
aimed at such a low level 
of expertise. 




Is it faster? Loading 
and saving are quicker in 
the Wordworth document 
format, and find/replace 
has been turbocharged 
beyond recognition. A test 
that took 290 seconds in 
Wordworth 3.0 took 11 
seconds in Wordworth 3.1, 
which is five times faster than Rnal Writer Release 
2 can manage the same thing, and an Incredible 
achievement for a graphics-based word processor. 
Oh, that this enhanced performance had been 
reproduced for document formattingi 

Digita says it is faster, and the tests I 
performed showed that this is, in fact, no 



Scalable Encapsulated PostScript (EPS) 
graphics are now supported by Adrian 
Aylward's post.ilbrary. You need a hard disk 
and at least 3Mb of RAM to Import EPS 
graphics into Wordworth. (Note that this 
graphic has left and r/gftt contour text flow 
despite Wordworth allowing me to choose 
only between left or r/gfit text How.) 



fraudulent claim. But it is not fast. In fact, "slow" 
would be the word I would use. (Unless I was an 
advertising copywriter, that is.) Something that 
takes three or four seconds in Final Writer, for 
example, can take 30 or 40 seconds in Wordworth 
3.1. Or even longer. Even on an A4000/040 I 
often sat and stared at the stopwatch while 
Wordworth 3.1 had a good hard think about what I 
had asked It to do - change page sizes or 
margins, global change fonts, and so on. 

Sometimes, while working on something. 
Wordworth 3.1 suddenly wipes the on-screen page 
clean, leavlngjust the busy pointer to keep you 
company while you sweat blood and wonder if the 
program has crashed. Rest assured it hasn't, it's 
just working, you know, like builders work when 
you're not around to keep an eye on them. In fact, 
at one point I wasn't sure if the smoke coming out 
of my A4000 was the CPU 
chip overheating or 
Wordworth 3.1 having a cup 
of tea and a quick drag. 

Another big problem 1 
had with Wordworth 3.0 was 
the number of bugs in it that 
caused it to crash. Digita 
would appear to have 
squashed almost all of them. 
The disastrous bug in 3.0 
which suddenly and without 
warning wrecks layouts has 
not yet reared its head for 
me in 3.1. My only crash was 
on quitting the program after 
attempting to import some 
incompatible graphics file 
formats. Silly me. 

The text flow system 
still has some bugs, however. 
The old bug that forces a 
column of single characters Into the non-printable 
margin is still there, but this can be worked 
around once you know what not to do. And you still 
can't select an "exclude" text flow mode, left and 
right text flow, in other words, which would be 
especially useful in the double-page spread layout. 
Contour text flow is also erratic: sometimes 



AMIGA SHOPPER • ISSUE 46 • FEBRUARY 1995 



REVIEW 23 



when 1 chose contour left, I got contour right. On 
the whole, unless you really need text flow, try 
using extra carriage returns in the text to make 
spaces into which you can drop your pictures. 

TO BE TRUE TO TRUETYPE 

Font support hasn't changed from 3.0, but I must 
point out a fact I missed in my review of 3.0 - to 
use TrueType fonts you require a 68020 CPU or 
better. I imagine most of you use Compugraphic or 
PostScript Type 1 fonts anyway. 

All of the other problems I had with version 
3.0 are still problems with 3.1 because they are 
part and parcel of the program's design. For 
example, cut/copy/paste doesn't use the 
standard Amiga clipboard, so data cannot be 
quickly moved from Wordworth to another 
application, or vice versa. This may sound trivial 
but I think that standard 
clipboard support is an 
important aid to productivity. 

The same goes for ARexx 
support {recordable macros, 
in other words), which 
Wordworth lacks, and proper 
master pages and style 
sheets. These are features 
that people who use a word 
processor every day have 
come to expect. 

There is, at least, the 
Librarian (which used to be 
called the Glossary) so that 
you can quickly insert 
frequently-typed words and 
' phrases, and the Auto-Correct 
feature is godsend for clumsy typists loke mw. 

Wordworth's bitmapped graphics support is 
fairly comprehensive. It imports any palette-based 
(2-256 colour) iFF-ILBM, BMP, PCX, TIFF, IMG and 
GIF, plus HAM and HAM-8 pictures and can all be 
displayed on-screen in 2-256 colours. No matter 
how many colours your current screen mode 
supports, Wordworth prints pictures using their 
original palettes, so while a 256-co!our picture 
looks odd on an eight-colour screen, it prints fine. 

In 256-colour mode Wordworth remaps its 
internal palette to the colours of the first bitmap 
you load; subsequent bitmaps get remapped for 
screen display to use the closest colours from this 
first palette, but again all bitmaps print using their 
original colours not those you see on the screen. 

By default Wordworth automatically preserves 
the aspect ratio of bitmaps when resizing them, 




These pictures have different palettes but 
Wordworth chose acceptable colours for the 
rl^t-hand picture from the left-hand shot's 
palette. No matter how they look on-screen 
~ both use the orl^nal palettes to print. 




You can save pictures as part of the document or 
leave them on disk with a link to them In the 
document. The hot'llnk Is there for multl-taskers. 
This means that a graphic re-imports Itself into 
Wordworth, automatically, If you load It Into a 
paint program, edit it and then re-save It. 



saving you the bother of having to hold down a 
qualifier key. Because in this mode the bitmap 
doesn't always fit inside its bounding box exactly, 
it can be awkward positioning a bitmap accurately 
because all you see when you resize or drag the 
box is the outline, which is often wider than the 
actual picture. An "adjust box to correct width for 
aspect" feature would be useful. If aspect ratio 
isn't important, or if you want to change the 
aspect, you can switch this feature off so that the 
bitmap always exactly fills its bounding box. 

GO WITH THE TEXT FLOW 

You can make colour of bitmaps transparent, 
and so you can get text to flow around the 
contours of a detail in a picture. This is simple for 
standard two^;olour clip art (provided colour one is 
the actual detail). But for bitmaps that contain 
more colours you may 
need to first remap their 
palettes in a paint 
program so that colour 
is white and then "white 
out" the areas of the 
bitmap you want to be 
transparent in Wordworth. 
Naturally, Wordworth 
can flow text around the 
rectangle of a bitmap as 
well as the contours, but 
your choices are flow left 
or flow right - not both at 
the same time. Digita 
says this is on the wish 
list for the next revision. 
Wordworth contains a 
few internal drawing tools, including rectangles, 
ellipses and rounded boxes, filled or unfilled, and 
outlined in any weight and colour of line in 
different styles. You can draw straight lines in any 
colour, weight and style, and with different start 
and end designs such as arrowheads, squares, 
circles and the ever popular splat. 

Text Effects are also popular. You can type in 
text and then apply any number of effects that 
repeat that text, twisting It and spinning it and 
distorting it and changing its colour. The results 
are certainly eye-catching but are they much use? 

More useful is the tables feature. A table Is 
like a mini spreadsheet. It is rectangular and it 
has "cells" into which you can type text or 
numbers. You can perform some simple 
calculations on the rows and columns of tables 
and the results are automatically inserted into the 
tables. You have control over the size of the grid 
and the size of the cells, and the colour, weight 
and style of the grid lines. Tables are independent 
objects, like pictures, so you can move them 
around without destroying the layout of the table. 

However, these tables would be more useful if 
there was an option to create charts from the data 
that has been entered, and if you could import 
data into them (from a spreadsheet, for example), 
and if you could export tables so they could be 
imported into other Wordworth documents. 

You may also have independent text objects, 
separate boxes of text which can be freely moved 
around a document, which is useful for captions 
and headings and all sorts. Again, you cannot 
import text into these boxes, but you can cut/copy 
text from a document into them. 

These "special" features are what sell the 
program, along with its greatest asset of all — its 
look. While I have been testing Wordworth 3.1 
several people have walked into my office and 







WHAT 

Wordworth 3.1 

SRP is £149.99 but It's selling 

for much less. Upgrade from 

3.0x £14.99. Trade-In for any 

WP£59 

WHO 

DIglta International Ltd 

WHERE 

Black Horse House, Exmouth 

EX8 UL. 

« 01395 270273 
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said: "Goo, that's cute!" As soon as you see 
Wordworth you can't help wanting to use it. This 
"feature" is probably the main reason for 
Wordworth's success, which illustrates just how 
important appearances are. OK, your mother told 
you never to judge a book by its cover, but then 
she never had to stare at an ugly user interface all 
day long and Wordworth definitely has a very high, 
what I call, 'wow!' factor. 

DO APPEARANCES MATTER? 

However, whether a pleasant and friendly user 
interface can make up for a lack of speed and 
features or not is a moot point. However, if 
Digita's sales figures are to be believed, in the 
case of Wordworth, it would appear that it does, 
and who am I to argue with public opinion? CD 



CHECKOUT 

Wordworth 3.1 

Ease Of Use 88% 

Depends on how bee^ your system is, but the on-line 
help sorts out many of the common problems, 
although you may discover that you can't cSo what you 
want to do because you haven't got enougi RAM, or a 
fast enough CPU, or incompatible Type 1 fonts... 

Output 89% 

The addition of PostScript support rounds off 
Wordworth's printing facilities (see the main text for 
problems). Don't expect fast preferences printouts of 
documents that contain vector fonts or graphics, 
although Digita Print Manager helps you to vastly 
enhance your output over what the standard Amiga 
printing preferences can manage. 

Performance 76% 

Find/Replace has been dramatically turbocharged, but 
in general use Wordworth is still very slow compared 
to the competition. 

Documentation 94% 

Superb manual and the 3.1 additions are well 
documented in the, also superb, on-line help. 

Facilities 87% 

It does more than other Amiga word processors, but 
still lacks facilities found in top word processors on 
other platforms. SoHo is becoming big business and 
Amiga word processors are close to missing the boat. 

Value for Money 89% 

Terrific value at the £59 trade-in price, but rotten value 
at the £150 suggested retail price, and, considering 
the bugs in 3,0, 3.0a and 3.0b, a £15 upgrade fee is 
scandalous. 

Overall rating 84% 

Hne for general, everyday use, but 
not for a large project because of Its 
lack of formatting speed. 
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Perfect 
Word 



Chris Bailes examines 
the special A1 200 
edition of Digitals 
acclaimed Wordworth 3. 



Wordworth Is not everyone's Idea of a 
budget word processor because It 
was aimed at the hl^i-end market. In 
effect, this left a gaping hole filled only partially 
by the likes of Pretext and Hnal Writer. DIglta 
have produced a stripped-down version of 
Wordworth; specifically Intended for smaller 
machines fitted with Workbench 2 or better. 

Along with some of the nastier bugs the old 
version was infamous for, gone have features like 
the screen saver, footnotes, bookmarks, index, 
contents and Postscript support. What you're left 
with is a system that now runs almost comfortably 
in 2lVlb of RAM and a single disk drive. Search &. 
Replace is now running at a claimed 40 times the 
original 3.0 version. (Not that that was a great feat 
in itself, the original S&R algorithm was so slow, 
you could sit through the omnibus version of 
Coronation Street before the program had leisurely 
sifted its way through just a few pages.) 

With all those features gone, what use is 
Wordworth going to he now? Well, don't expect to 
be able to write and format a textbook on it. 
Wordworth 3.1SE is not about those esoteric 
uses, it's about writing letters and simple 
documents where you may still want (or need) to 
add that little bit of creative flare - posters for 
charity nights, school discos, or the wallpaper for 
your den. 
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Text Effects, In action here, provide a multi- 
coloured spiral. Note especially how the text 
remains clear without any ragged edges at the 
full screen resolution. 
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Print Setup In Wordworth SE Is less cluttered 
(and less powerful) than Its bigger brother. 



Lazy typists will be glad to know that the auto- 
correction facility, DigiSense, has not been shown 
the door. A strange idea at best, Wordworth does 
make a reasonable stab at filling in where others 
left off. Essentially, you keep a library of common 
blobs and mis-types which Wordworth will correct 
as you type. "Dorter" for example, could be 
automatically replaced by "Daughter" without 
having to resort to the Collins spelling checker. 

WHAT ABOUT GRAPHICS? 

The first thing you'd have thought would have gone 
in a limited edition would be Text Effects. So, it 
comes as something of a surprise to find this 
module there along with other facilities to draw 
basic shapes such as lines, circles and boxes. Ail 
these facilities are object-oriented which means 
once and object is drawn, it can be modified, 
deleted or just moved around with just a flick of 
the mouse. Each has its own requester so they 
can be positioned accurately in the document too. 

Digita's team decided on a simpler system 
where the user enters a small string of text and 
programs the result: adding shadows, colour 
changes, rotations and so on. The program then 
applies these and you can view the result without 
even leaving the requester. Given the complexity of 
even this system, several pre-set designs have 
also been included to ease beginners in. 

Even Digita admit Text Effects are something 
of a gimmick, but with a little practice (and used 
very sparingly) they can be used to great effect. 

THl IMPORT-EXPORT TRADE 

Graphics and likewise text import facilities have 
been stripped down to the bare minimum for the 
SE version. Text can be loaded or save in either 
Wordworth format or plain ASCII; while graphics 
can be loaded in plain IfT {with full 256-colour AGA 
support). The retention of CGM is also Important 
since it affords users access to a huge library of 
high-quality, fully re-sizeable outline graphics. Digita 
can supply nearly 600 images on six thematically 
organised disks from cartoons to dinosaurs - each 
temptingly priced at just under £15. Similarly, 
three disks of Agfa fonts are also offered priced 
between £30 and £70. 

Avid fan-club secretaries will be pleased to 
learn this version also retains the mail merge 
facili^. This means you can create a simple 
mailing list and send everyone the same letter at 
the touch of a button. Interestingly, though the SE 
version supports both ASCII data files and data 
from Digita's latest database offering, Datastore 
(which should be available by the time you read 
this). Such files, usually difficult to manage, can 
be kept in some semblance of order thanks to the 
sort facility which can sort a set of paragraphs in 
ascending or descending date order. 

The burning question remains though - how 
well does it print? Wordworth SE does not support 
fancy things like Postscript or landscape printing. 
Those of us with little Epson or Citizen dot-matrix 
printers will be more than happy with the quality of 
output and ease of use. Digita even throw in a free 
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Using graphics with care. Wordworth can 
annotate diagrams and bitmapped pictures like 
this one - a 256 colour IFF. 

copy of their Print Manager. It will print colour, 
provided you have a colour printer. 

CONCLUSION 

There are two deeply divided sides in the word 
processor war. On one hand you have Wordworth, 
while the awesome Final Writer stands in the other 
corner. The sub-£50 market is less well served 
and Digita are set to make a real killing at this 
lower price point. Documentation is a too thin on 
the ground though - even at this price. 

Digita have been careful to retain the sort of 
things you actually need while giving the remainder 
the heave-ho. It works adequately, if not brilliantly 
on the A1200'. Even so, although it does work on a 
single drive, that extra drive makes all the 
difference in the world, f ^ 




WHAT 

Wordworth 3.1SE - £49.95 

WHO 

Digita International Limited, 

WHERE 

Black Horse House, Exmouth, 
England, EX8 UL 
tr 01395 270 273 



CHECKOUT 

WWSE3.1 

Features: 80% 

It's not ttie full version: but some of the more flastiy 
and sought after facilities of ttie full program remain, 

Documentation: 30% 

Just 46 pages trimmed from over 330 and you can't 
read AmigaGuide in bedi 

Performance: 75% 

still noUiing to write tiome about, especiaity on ttie 
A1200 for wtiicti ttiis one is intended but acceptable. 

Ease of Use: 82% 

Setter than its big brother because ttie reduction in 
features make the available ones easier to tlnd, 

Value: 87% 

Weli worth the money so nip out and get one before 
the price goes up! 

Overall rating: 85% 

The best value word processor 
currently available on Matures 
and price. 
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MODEMS 

Top quality feature packed fax-modems at amazing prices! 
All modems Include a cable to connect the modem to the 
Amiga. NC0MM3 software, beginners guide to Comms disc 
and an 80 page manual. All modems Include MNP 2 - 4 eiror 
corectlon, MNP 5 data compression and are 
FAX Class 1 & 2 Group 3 compatible. 
Please telephone for a full specification sheet. 

Sp««deom+B 14400 modem £1 24.99 

•iMedcom-i-Et 19200 modem £164.99 

Spesdcom+Bf 26800 modem C214.99 

GP FAX software C39.99 




HARD DRIVES 

Our high speed 2.5' hard drives 
the Amiga A600 & A1200 computers 
come complete witli fitting cable, 
screws, partitioning software and full 
instructions and 12 months guarantee. 
They come already partitioned with 
Workbench installed for immediate use. 
We offer free fitting for personal callers. 



20mb £89.99 
40mb £114.99 
60mb £129.99 
85mb £134.99 
120nA £159.95 



ITOmb £214.99 
25Bmfa £264.99 
344mfa £299.99 
540ndi £449.99 



MEMORY EXPANSION 

A1200 4mb Memory accelerator with battery backed 
clock. Simple trap door fitting. Almost doubles the 
speed of the A1200. Zero wait slate 32 bit wide 
Fastram. £169.99. 

Expandable Memory accelerator with clock and FPU 
socket. This memory accelerator can be expanded from 
2mb to 8mb and also have a Floating Point Unit fitted. 



2mb £129.99. 
4mb £109.99. 
Smb £329.99. 



20mhi FPU £39.99. 
40mhz FPU £79.99. 
SOmhz FPU £119.99 



X-BACKUP PRO 

The most powerful disc back up system for the Amiga. 
Includes the unique Autoswilch Cyclone Cartridge 
(requires an external discdrive) that will enable you to back 
up virtually any floppy disc onto another floppy disc. 
Will also back up hard drives and Includes a full file 
management system and dozens of excellent disc tools. 

FULL MONEY BACK GUARANTEE:- If at the time of 
purchase you can find a more powerful disc back up uiilKy, 

we will refund your moneyl 
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No.1 for 
mail order 

SALES HOT-LINE 
FREEPHONE 

0500 340548 

ENQUIRIES: 061 796 527S 
FAX: 061 796 3208 



FREE 

' HOW to FIT YOUR HARD DRIVE video and 

Stakker disc to increase tlie drives capacity with 

every drive, 

Amiga A1200 

only £275 

if purchased with 

a hard drive. 

Price includes fitting. 

A500/A1500 

hard drives 

also available. 

Interface is 

only C99.99. 





CLOCK CARTRIDGE 

The clock cartridge will enable 
your Amiga to continually store 
the correct time and date in Its 
own battery backed memory, 
Simply plugs onto the back ol 
the Amiga and does 
NOT invalidate the warranty. 




NEW! ONLY £19.99 



ALSO AVAILABLE 

A1200 CD ROM Drive 
£194.99 

A1200 3.5 hard drive fitting l<it 

£17.50 

Viper 28MHz £144.99 

Viper 33MH2 £21 4.99 

Viper 40MHz £244.99 


MONITORS 

Excellent quality monilois 

for a superior picture 

quality with reduced eye 

strain. 

Sharp 14' TV/Monitor 

CI 74.99 

Philips 6633 mk 11 monitor 

t249.99 

MicfOvitGC 1438 monitor 

£281.99 
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SOUNDBLASTER 

The SOUNDBLASTER is a 
superb stereo amplifier that 
comes complete with 
50 WATT high quality 3 
way speakers, power supply 
and free stereo headphones. 
The SOUNDBLASTER adds 
a new dimension to games 
playing with its stunning 
stereo sound. 




NEW LOW PRICE £34.99 

(plus £5.00 for postage and packing) 



DELUXE FLOPPY DISC DRIVE 

Top quality, silent, 'Cyclone Compatible' 3.5'drive, 

Fealures long teach cable, on/oH switch and thru 

conneclof.£54.99 Internal replacement drives 

A500/A5OO* £44.99 A600/A1200 C44.9B. 3.5' 

discs Supervalue bulk packed or branded discs 3,5' 

D50D discs. 

QTY Bulk Brandad 

10 C4.25 C5.2S 

25 ei0.99 ei1.99 

50 ei9.99 e21.99 

100 C3S.99 £41.99 

200 E6t.99 £71.99 

500 £167.99 £1l9.t9| 




PRINTERS 

These superb CITIZEN printers hai/e a two year 

guarantee and come complete with a prinler catle, 

paper and pnniar drive (it available) 

ABC mono 

E130.es 

ABC colour 

£154.99 

Tractor feed unit 

for ABC prinler 

£27.90 

Swift 200 colour 

£190.99 

Swift 240 colour 

£217.99 

Pro|el 11 

C2l3.9fi 




No.1 

for Amiga 

in IMancliester 

Order NOW tor Immediate despatch 
FREEPHONE 

0500 340548 

(for credit card sales only) 
061 796 5279 for enquirie 

or fax 061 796 3208 

Open 9am to 6pm 

Monday to Friday. 

Saturday mornings 

9am to 12pm. 

Access, Visa & Switch accepted. 

Send cheques 

(made payable to Siren Software) 

Postal Orders 

or credit card details to :- 

Siren Software, 

178 Bury New Road, 

Whitefield,Manchester 

M45 6AF England 

Personal callers welcome. 

Please phone first to check 

availability of any item. 

Directions 

From M62 junction 17, head 

towards Bury. We are 50 yards 

on the right after the third set of 

traffic lights. 

All prices Include VAT. postage 

and packing will be charged at 

e3.50 per order (U.K.), £7.50 

Europe and £12.50 

rest of the World. 
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uylng graphics packages for the Amiga 
used to be easy. If you were looking for a 
paint package, you'd buy DPaInt; If you 
were after an Image processor, you would buy 
ADPro. Times have changed and with the arrival 
of packages like ImageFX and Personal Paint the 
distinction between these two types of software 
has twcome quite blurred. [Groan ~ Ed]. 

Yes I know it's a bit of a sad pun, but with the 
Arrival of Aimathera's Photogenics and PPalnt 6.1 
difference has become even iess apparent. Mind 
you, this is not a bad thing, it means that Amiga 
pixei-pushers have the chance to have it aii - paint 




Here's an example of Photogenlc's excellent 
Tubthrou^ painting mode. 



ALPHA CHANNELS 

es 1 know they sound like some kind of ray 
from a 1950's sci-fi film, but alpha channels 
are an important feature. This image was created 
very easily and only took about 15 minutes to do 
in Photogenics. 

Rrst I created the texture using the whitenoise 
loader, which was then blurred then sharpened 
repeatedly and had its colour adjusted using the 
balance paintmode. Next some text was loaded in, 
embossed, sharpened then blurred and moved to 
the alpha channel. Finally the huemap paintmode 
was used over the whole image. This sort of 
usage is one of the first things you are shown 
when learning about alpha channels. 



packages with enough power to handle image 
processing tasks. 

Even though the Amiga has outgunned most 
other platforms when it comes to graphical 
applications, Macintosh-users have always been 
able to fall-back on Photoshop. While neither of 
the two programs we will be reviewing can 
compete with PhotoShop in terms of sheer power, 
they offer similar features. More importantly they 
do not cost £600. That's why we've put Personal 
Paint and Photogenics head-to-head - they have 
similar abilities and fit into the same price range. 
They also make similar demands of your system - 
Personal Paint can run a 1Mb machine and 
Photogenics 2Mb. However, you'll need a 24'bit 
card or an AGA machine to run Photogenics. 

USING 1VHAT YOU'VE GOT 

One thing is true of most types of software - 
powerful features alone do not make a good 
program. A program should give the user access to 
its features in the easiest and most productive 
manner possible. This is doubly true of graphics 
programs, where the 'feel' of the package is 
especially important. 

While Personal Paint's and Photogenics' 
interfaces may be superficially similar, the 
ideas behind them and their working methods 
could hardly be more different. Personal Paint 
takes a fairly traditional paint package approach, 
while Photogenics has opted for a more 
avant-garde interface. 

Personal Paint's interface is more than a little 
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similar to DPatnt's. If you have been using DPaint 
then you should encounter no difficulty in switching 
programs. Along the left of the screen you'll find 
the palette and a toolbar with icons for each tool. 
Clicking on an icon with your left button will select 
that tool, doing the same with the right button give 
you access to the tools options. 

Photogenics looks deceptively similar, but 



"Having realistic painting 

tools is great if you can 

draWf but they won't 

transform you into a great 

freehand artist overnight/' 



works, quite frankly, in a most unusual manner. 
When you apply paint to an area of an image it is 
actually drawn into a separate paint layer. This 
layer is placed over the actual image information. 
In order to make a screen changes permanent you 
have 'fix' the paint layer. This may sound like an 
unnecessarily complicated process, but once you 
get used to it you'll find it's a powerful and flexible 
way of working. 

For example, if you make changes that you 
find you don't like you can undo areas by simpiy 
painting over them while holding the right mouse- 




Ifyou look at the picture In the rlgftt way you 
should see an image of lady, or get a headache. 
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button. This will restore the areas you have 
covered to their fixed state. 

RAINT ALONG 
WITH NANCY 

Making the transition between painting with 
traditional and electronic media is not easy. Yet, 
as many Amiga-artists have proved, it can be 
done. Until recently, little has been done to 
make painting with the Amiga a more natural or 
realistic appearance. 

However this is an area in which Photogenics 
excels as it has a host of ground-breaking new 
features. Photogenics has a large number different 
brushes that emulate artists' tools, such as an 
airbrush, chaik, crayon, felt tip, neon, pencil, 
sponge, spraycan and watercolour. These tools are 
surprisingly true to their real-life counterparts. 

The way in which these work is both ingenious 
yet simple. It's a combination of IFFs brushes and 
size, pressure and transparency settings. The IFF 
brush determines the overall shape of the brush. 
The pressure setting alters the amount of paint 
that will be drawn on screen and the transparency 
setting will determine how much of the image 
underneath shows through. I know this all sounds 
pretty clinical, but when you're using the different 
brushes they really do 'feel' real, especially 
when you are using a background texture. When 
you combine the brushes with a graphics tablet, 
such as the Tabby, it produces an uncannily 
realistic emulation. 

All of this leaves PPaint with a tough act to 
follow. Indeed, PPaint's - and most other Amiga 
paint programs' - painting tools seem primitive in 
comparison. However PPaint does have a couple 
of tools that Photogenics lacks. It has a nice 
bezier curve tool, while Photogenics doesn't even 



have a basic arc tool - a real shame. Nor does 
Photogenics have PPaint's continuous line and 
filled polygon tools. 

All the same, PPaint is hopelessly out-classed 



^Ihe level of naturalness 

achieved w/fh Photogenki 

painting options is unheard 

of at this price and is a joy 

to use/' 



in this department. It simply cannot easily produce 
convincing emulations of real-world media. The 
level of naturalness achieved with Photogenic's 
painting options is unheard of at this price and is 
a joy to use. 

PROCESS OF ELIMINATION 

Having realistic painting tools is great if you can 
draw, but they won't transform you into a great 
freehand artist overnight. If you can't draw 
yourself, you'll want to edit existing images to 
achieve the iook you want. This is where image 
processing capabilities come in useful. They can 
also create visual effects that would be difficult or 
impossible to produce any other way. 

As well as producing effects, image 
processing can be used to improve and adjust 
scanned images and, particularly with the aid of 
alpha channels, create compositions for 
montages. The first version of PPaint caused quite 



a stir when it was first launched, as it was one 
of the first paint packages to sport any kind of 
Image processing abilities. Cloanto have built on 
this eariy success by adding more image 
processing functions. 

The most notable of these additions is the 
implementation of alpha channels. Alpha channels 
can be an immensely powerful feature. By way of 
a quick explanation, let's just say that they restrict 
your editing to a limited region of the screen. This 
area is stored as greyscale data in a screen called 
an alpha channel (to find out about the practical 
application of Alpha channels read the boxout on 
page 26}. However Cloanto have failed to fully 
utilise this important feature. 

Use of alpha channels is restricted to brush- 
based operations. This was a great 
disappointment as it severely limits its 
application and makes using this feature a little 
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That's my dog, that Is. The picture was drawn 
using the pencil brush and paper texture. 
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Personal Paint 6. 7 

Ah, the good old bezier curve toot - shame 
Photogenics doesn't have one. 



Brush shapes can be selected from this area. 
Clicking here with the right-hand mouse-button 
will give access to other brush buffers. 




Personal Paint 
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Image processing 
can be applied to 
limited regions by 
using this tool. 



Personal Paint 
gives you instant 
access to 256 
colours of an 
image's colour 
palette. 




PPaint can open 
several Images at 
once, but only one 
can be displayed 
at any given time. 



more fiddly. Don't get me wrong, you can achieve 
some reasonable results, but is not the ideal 
implementation of this tool. 

I guess you could say that Photogenics takes a 
more traditional approach to alpha channels. I 
must say I prefer it - although it is what I'm used 
to, it still seems to me to be the most logical 
and practical way of going about this. However you 
can use brushes as alpha channels when 
necessary or convenient. 

While alpha channels are extremely useful, 
they are not the be-all-and-end-all of Image 
processing. A good set of image filters is always 
welcome. Most filters are matrix-based, put simply, 
it means that they produce visual effects by 
changing the colour values of pixels In relation to 
their neghbours. 

Not surprisingly, as filters can be designed 




/ traced around this sprinter In paint mode and 
then changed to motion blur mode. 



quite easily, the programs share several basic 
filters, as well as a custom filter. This can be used 
to create your own filters by changing the values of 
the matrix. 

Some of the other filters they have In common 
include emboss, randomise, sharpen, texture, tint, 
negative, Gaussian blur, rub through and 
brightness. While applying a filter to an entire 
Image can produce dramatic effects, sometimes a 
little subtlety is called for. This is where the ability 
to apply filters to limited areas of the screen 
comes in handy. Thankfully, both of these 
packages can do this, although in different ways. 
PPaint has a specific limited region processing 
tool, while Photogenics can use most of its filters 
as a paint mode. 

Of course, each of the packages have filters 
that are unique to it. But, In fact, there is not 
much to choose between the two - when one has 
a filter, the other tends to have a similar feature 
incorporated elsewhere. However, in balance, 
Photogenics' ability to use the filters as a 
painting mode coupled with its brushes provides 
that much more control. 

ANYTHING YOU CAN DO„. 

Well that covers both the painting and image 
processing features. However there are features 
that don't fit neatly into either classification. Some 
of them are ground-breaking, while others might be 
considered as just plain weird. 

One tool that falls into the latter category is 
PPaint's SIRD-generator. You know - the pictures 
that look like random patterns of dots, but are 
actually 3D images If you look at them In the right 
way, or after a couple of pints. However I doubt 
very much that Cloanto will take any legal or 



medical responsibility If your hair falls out and 
your gums start bleeding, because your face 
has been pressed up against your monitor for the 
last two hours. 



'The first version of PPaint 

caused quite a stir when it 

was Brst launched as it was 

one of the first paint 
packages to sport any kind 

of Image processing 
abilities/' 



One of the things that has endeared 
Photogenics to me is its clone tool. The clone tool 
can remove components of an image, such as a 
pillar in a hallway, so well that it appears as if they 
were never there. It does this by replacing areas of 
the image with other areas. To use it, you must 
first select it as a paint mode and then click or 
screen on screen while the mode setting button Is 
selected. This will produce a line that can be 
dragged to determine the distance between the 
area to be cloned In relation to the brush's 
position. The closer these two are the more subtle 
the change will be. 

Another good feature that Photogenics has, is 
its large number of loaders and savers. Some of 
the loaders would appear to have been heavily 
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More Memory! 



If there is one thing you can never have too 
much of it's memory. Whether you are 
raytracing or manipulating large images you 
are always going to benefit from more memory. 

Photogenics and Personal Paint are no 
exception - especially if you have a 2Mb 
document open, a secondary image and an 
alpha channel. Fortunately, both of the 
programs developed have realised this and have 
made provision for this need. 

Personal Paint has its own virtual memory 
function built-in. It can be set to kick in when 
needed and a volume or directory can be 
selected to be used as memory, 

Almathera have not included virtual memory 
[n Photogenics' system. Rather they have made 
sure it works with the excellent VMM PD 
program - shame they did not supply it! 
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One of Personal Paint's best features Is the one 
giving you control of the colour palette. 

influenced by ADPro. As with ADPro arid imageFX 

these can be added to by third parties. They 
include all the important ones such as JPEG, GIF, 
IFF and PhotoCD - but not PCX. As well as these 
image formats the program has several pattern 
generators. These are: plasma, backdrop, ripples, 
streaks, whitenoise and colournoise. 

This arsenal of supported file formats 
makes PPaint's file support seem positively puny. 
While PPaint can load ILBMs, GIFs, PCXs and 
JPEGs, it can't save JPEGs. This is a major 
disadvantage as JPEG is the most commonly used 
format. The program can save pictures as C 
source code and encrypt files, but this is not 
much of a consolation. 

One of PPaint's features that is certainly a 
welcome addition to this version is animation 
tools. There are some pretty nifty ones too, like 




WHAT 

Photogenics 
£60 

WHO 

Almathera 
WHERE 

Almathera v 0181 687 0040 
Southerton House 
Boundary Business Court 
92-94 Church Road 
Mttcham 
Surrey, CR4 3TD 



the new storyboard feature. This can display 
several frames of an animation in a single window. 
The window and the frames can be re-sized to 
allow you to show a lot of small frames or a 
couple of big ones. 

AND THE WINNER IS.„ 

Well, it has been a fiercely fought competition and 
both products have an impressive array of 
features. But in the end it's more than simply a 
matter of features. For my money I'd go with 
Photogenics. Not only does it have PPaint 
outgunned in the features and interface 
departments it simply has a better feel. It also 
has greater degree of flexibility and power. 

This is not to say the program is perfect, there 
are a few things that I would change. These are 
mainly in the drawing department. Although the 
way in which the drawing tools work is very 
natural, I do miss some of the more 'traditional' 
computer painting tools. It would be nice to see a 
curve drawing tool, an improvement of the gradient 
tool and some fine tuning of the brush and image 
scaling tools - oh an Arexx port would be nice too. 
I also had a spot of trouble getting the magnifying 
tool to work properly. 

While it has some way to go before it can 
cross swords successfully with Photoshop, it is 
still an impressive program that does share some 
of Its features. All of this is even more impressive 
when you consider that the creator of this 
program, Paul Nolan, is only 17. Although I was 
sceptical at first, I have to admit this is truly a big 
step forward for Amiga graphics. I can't wait to 
see the pro version which should be out towards 
the end of 1995. With Photogenics you can really 
have it all - well almost! t^ 




WHAT 

Personal Paint 6.1 
£49.99 

WHO 

Cloanto 
WHERE 

Ramlga International 
V 01690 770304 
Stablau 'Rln^ 
Pentrefoelas 
Clwyd 
LL24 0HT 



CHECKOUT 

Personal Paint 6.1 

Interface 80% 

Cloanto have stuck to the tried and tested DPaint-iook 
- familiar, but nothing new. 

Features 87% 

Personal Paint certainly has more features than 
your average paint package. 

Speed 65% 

Applying large filters will give you ample time to 
raise a family and reap the rewards of any long-term 
financial investments you've made. 



Value 

It's still quite affordable. 



Overall rating 

This Is definitely an Improved 
package. It's a shame for Cloanto 
that it was released at the same 
time as Photogenics. 



87% 



87% 



CHECKOUT 

Photogenics 

Interface 87% 

It's a little confusing to start off with, but it is certainly 
very powerful and flexible once you are used to it. 

Features 93% 

This program has more features than you can shake a 

very shakey stick at. 

Speed 87% 

While you will still have time to make a cuppa while 
waiting for a Gaussian blur, the program is no slouch. 

Value 96% 

What are you stupid or something (it's worth every 
penny) - buy it, right now! 



Overall rating 

This is the graphics 
package that everyone 
will be using. 



92% 
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^^r 1. Lightwave ship in its 
J y^^Bj^K *^' V normal rendering. 
jUn^^B^ '^"^i^ ^" ^^^ same ship flipped 
m^^PP '^ ' ^ ^^''ti'^^fly ^nd colourised. 
W'^HF i.,-— f^j..:/^ ^- ^ sandpaper texture 
\ ^F flKH^ applied and flares added. 

^ j^^^^ ^ wave distortion added. 
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This is the IFX2 Prefs requester showing all 
of the possible settings. 



All of the IFX2 effects have a preview screen. 



Strange effects are doable with ImageFX 2's 
Alpha compositing. 



A significant otiier 

R Shamms Mortier is impressed by a significantly different 
image manipulation package upgrade - ImageFX 2.0. 



When is a software upgrade really an 
upgrade? Answer - when It Is 
significantly different from previous 
versions. ImageFX 2.0 is an upgrade, a 
significant upgrade, over previous versions. For 
quite a while ImageFX has vied with the other 
two Amiga Image manipulation pacltages 
(Blackbelt's ImageMaster and Elastic Reality's 
ADPro) for dominance. 

For a number of reasons which I will touch 
upon, I think that the 2.0 edition of ImageFX can 
lay claim to being the king of the mountain, the 
very best of the lot. 

THE IFX INTERFACE 

While its competition offers the Amiga user a 
complex hierarchical interface on the one the one 
hand (ImageMaster) and a text interface on the 
other (ADPro), ImageFX keeps its design as close 
to what the Amiga is all about as possible. The 
interface design uses as few separate screens as 
possible (five in all: Scanner, Palette, Toolbox, 
Render, and Print) and as many graphic controls 
as any Amiga user could hope for. 

There Is no need to search for hidden esoteric 
buttons, as all are clearly labelled as to what they 
do. There are little things in the interface that wind 
up being not inconsequential to steady users. One 
of these is the way that IFX addresses resizing of 
the graphics. Several options are included that are 
unique to this software, like the ability to change 
the targeted structure from pixels to "ruled" units, 
a mathematical comparison of height and width. 
There are also size presets and modes. What is 
important here is that at every level of the 
software, the same care is taken to give the user 
a wealth of deep options, which is exactly what 



image manipulation demands. 

IFX3 supports all of the Amiga 24bit 
environments and than some, including all of the 
Amiga AGA modes. It adds support for the Epson 
300/600/800 Scanners and also the VLAB-YC. I 
tested it on an Amiga 2000, 3000T, and a 4000 
with no crashes or problems. On a 2000, I used It 
in conjunction with an OpalVision board. Not only 
does it render like lightning to the hardware, but 
you can even choose to have IPX come up with the 
full Opal screen in preview mode as well. 

Every Opal owner is going to desire this 



''ImageFX 2.0 is the kind of 

software that keeps the 

Amiga alive and kicking^ 

and I vole it the best Amiga 

image manipulation 
software on the market/' 



software for at least this reason. As a owner of a 
Primera colour printer, I am also happy to see 
Primera support added to IFX. Owners of the DPS 
PAR boards will be ecstatic to learn that IFX can 
convert images to that format. A collection of new 
image conversion formats might also fall under the 
heading of "hardware support", because of their 
ability to address the output of non-Amiga 
platforms. Among these are support for PICT 



vector and JPEG (Macintosh); PIC in alt resolutions 
and colour depths, GRASP/GL and DL animation 
frames (MS-DOS); SGI RGB, WaveFront, and 
Softimage (Silicon Graphics); MPEG, X-Windows, 
Abekas 960, Sun Raster, and even Commodore-64 
Koala pad output fiies. 

The only item missing from this reworked 
option is the inability to import fonts from other 
than the native font directory. Otherwise, there is 
more than the usual number of options here. One 
of my favourites is the ability to import and export 
large blocks of text that you may have saved out in 
ASCII from your word processor. As an aid in the 
production of quality graphics, IFX2 has a special 
toggle that allows you to anti-alias the Imported 
fonts, necessary in the case of jaggy bitmaps. 

PREVIEWS AT LAST! 

Applying an effect to a graphic can take a 
comparatively long time, especially when the effect 
is a complicated one. IFX2's competition makes 
you wait until the effect is applied before you can 
view the results and then undo them if they aren't 
to your liking. Not so for IFX2. When an effect is 
about to be applied to either the whole image or a 
selected region, two representative postage stamp 
sized views pop up next to your choices. One 
represents the graphic selected before the effect, 
and the other a comparison after the effect. As 
you alter the parameters with sliders and choose 
"preview" again, the new choices made alter the 
view of what will become the final Image. This 
option alone will save you a bundle of time and 
frustration in the manipulation of your images. 

"Preview" also has another meaning in IFX2. 
Images are manipulated on a separate screen 
from their final rendering. Final renders may be 
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This Is a PostScript pic of a tiger, Imported Into IFX2 with the new 
PostScript loader and then manipulated as a new tiger. "Cheetah spots' 
background was added. 
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This Is one piece from a gallery series of prints I am producing. It's called 
"Eve Emerging". The picture Is taken from a video, and the lightning, ripples, 
flare, and snake skin on Eve two's head were all developed In IFX2. 



targeted to standard Amiga, Amiga 1.3, DCTV, 
OpaiVision, EGS, and "Foreign" selections (the last 
represents other boards like the Retina). What's 
neat about this package is that even the preview 
screen can be set up as Amiga modes, AGA 
modes, DCTV, OpaiVision, "SuperAmiga" modes, 
or an appearance on the resolution of the 
WorkBench screen. As an OpaiVision owner, I was 
excited to be able to select the Opal option and 
see the IFX2 menu superimpose itself over the 
24bit OpaiVision screen. As part of the process, 
selections for the preview mode can be addressed 
as grayscale, colour, dithered colour, and HAM 
(with a special "Lo-Res Only" option added). 
IFX2 allows you to truly tailor its use to your own 
unique specifications. 

THE PREFS AT THE HEART 

The IFX2's image manipulation engine is driven by 
the selections you choose in its special Prefs 
section. A simple mouse click gets you there at 
anytime, so if your machine configuration 
changes, you can simply change and save the new 
preferences. The only selection that I miss having 
a go at is one that would allow more than a single 
printout at a time, but everything else is here, 
including all of the various preview options 
mentioned earlier. There's even a separate area 
where you can enable virtual memory, including 
whatever hard disk partition is to be used for it. 
Personally, I'm a bit squeamish about using 
virtual memory as I hate the idea of continuously 
writing to my hard drives, but that's just me. 
There's a whole list of miscellaneous options that 
can be checked off and saved, like creating icons 
(hooray!), saving thumbnails of the saved image 
files, and toggling coordinates on. Another 
important consideration is that as long as your 
RAM is heavy enough, you can increase the 
number of Undo levels you like to have available. 

AWESOME PAINTING AND 
FLARE EFFECTS! 

Before IFX2, I lauded ImageMaster as the hottest 
Image manipulator when it came to creating tens 
flares, but now I have to vote for IFX2. What 
pushes me in that direction is that tFX2 allows you 
to preview every effect before you apply it, 
including interactively moving the flare parameters 



in the preview stamps. The added options make 
flare creation limitless as far as variety goes. And 
now... lightning! Yes, IFX2 has a true lightning bolt 
generator with so many options you may stall out 
for weeks just playing with this attribute alone. 
And what about more options as far as the 
painting end goes? 1FX2 is one of the most 
versatile painting tools that the Amiga can boast, 
and much of that is based upon its new "PaintFX", 
one of the choices in the Special Effects list. On 
bringing it up, you can select from a long list of 
options (like Biochain, Charcoal, Cheetah, Eye, 
JFK, Medical, Pencil, Rake, Smoke, and dozens 
more) and apply your choice to either the whole 
picture or to a selected region. Most of the 
painting effects are unique to IFX2, so don't 
expect to find them in other software. 

CONCLUSIONS 

Not to forget that this software is many times 
more gentle to the use of your RAM and ROM than 
either of its competitors. As long as your system 
has enough RAM (or you add the virtual memory 
options), you should never face the frustrating 
problem of having the software refuse to load a 
graphic. A separate program called "IMP" (ImageFX 
Multi Processor) gives you the capacity to do on- 
board batch processing, and as opposed to using 
an esoteric and techie exclusive interface to do it, 
the whole thing is spelled out in plain language on 
an intuitive interface. 

The design is elegant, and it will automatically 
generate Animations (loop toggleable), single 
frames, or 24bit frames as a target, Added to this 
is the capacity of another module, AutoFX, that will 
apply all preset effects to any file you choose, and 
which also allows automatic batching. 

I want to both rave about this software and 
also thank Nova Design for sticking with the Amiga 
in their development instead of jumping ship as 
some others seem to have done early on. On the 
MAC, there is a program called PhotoShop that is 
widely acclaimed for its image enhancement and 
manipulation capabilities. There is also a high end 
painting program called "Fractal Design Painter". 
ImageFX 2.0 combines the best of both of these 
and targets the results to video art. 

ImageFX 2.0 is the PhotoShop/Fractal Painter 
for the Amiga video artist and animator. This is the 



kind of software that keeps the Amiga alive and 
kicking, and I vote it the best (that's right, the besfl) 
Amiga image manipulation software on the market. 
If you are an Amiga artist or animator and you 
don't have IFX2 in your kit of tools, you're missing 
out big time. IFX2 is one of a small handful of the 
best Amiga products of 1994. €0 




WHAT 

Image FX 2.0MSLP - £249 

WHO 

Nova Design 
tr 0101 804-282-58681 
Fax: 0101 804-282-3768 
BBS: 0101-804-965-0234 

WHERE 

SIKca « 0181 3091111 



CHECKOUT 

ImageFX 2.0 

Interface: 91% 

Not as innovative as Photogentcs, but it is very easy to 
use and get your brain around. 

Features: 95% 

Plenty of new and powerful features ensure that 
ImegeFX can handle more or less anything. 

Speed: 85% 

Some of the effects can tal<e a very long time, but the 
preview allows you to see what they are likely to be 
like before committing yourself. 

Value: 83% 

programs like Ptiotogenics and Personal Paint are 
cheaper, but nowhere near as powerful... 

Overall rating: 94% 

If you are an Amiga artist and don't 

have ImageFX 2.0 In 

your toolbag, you're 

missing out big time. 

ImageFX Is one of the 

best Amiga products of 

1994. Don't miss It! 
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The maps for the sides of the pod (as detaiied this 
month) are the only custom images created for this 
object. The rest of the painted' areas (like the 
arms) use only a square, generic map of panels 
(which Lightwave comes with) or a light fractal 
pattern to simulate a weatherbeaten look. AH in all. 
not a tough object to make! 



The 3 Ds of 3D 
Animation Part 2 



Mojo^ the man vsfho \^orks with Ron 
Thornton on the TV series Babylon 5 
is here ysfith the second D in his series 
on 3D modelling - h^^ 



Decoration 
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FIGURE 1: This Is what the Worit Pod looks like after being modelled. A keen 
eye may be able to spot the difference between this model and those seen 
weekly on Babylon S. Give up? MapplngI 



FIGURE 2: In UghtWave, polygons are selected by dragging the mouse over 
them (the yellow ones are selected). They can now be manipulated In any 
way, Independent of everything else In the layer. 
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FIGURE 3: All the body polygons facing the X axis were selected and named 
"Pod X. " The dotted yellow lines show what direction the polygons are facing 
■ If the line points Inwards, they are flipped the wrong way and will appear as 
a hole In the objecti 
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FIGURE 4: Lightwave's modeler allows you to drag out any of the 4 views for 
more detailed work. In this case, a screengrab of this enlarged wireframe will 
make for a perfect stencil to create an Image map. 




Remember those days of yesteryear (or, 
depending on your age, yesterday) when 
you were building model kits of the 
Starship Enterprise, or perhaps race cars? 
Remember how after the last drop of glue had 
dried and you compared your creation with the 
picture on the box you thought, "mine looks 
awful." The picture looked like a real spaceship, 
ready to tackle the galaxy, while yours simply 
resembled a heap of cheap, white plastic wKh 
lopsided engines. 

However, once you went through the trouble of 
breaking out those little bottles of paint, applying 
the decals and maybe even airbrushing a few scuff 
marks, it began to look like something, if you were 
really ambitious, you'd add a lighting kit and even 
the hobby shop guy was impressed. 

By the same right, modeling is only the 
beginning of making a good 3D object, If you 
actually tried to make the Babylon 5 WorkPod 
described last month, you've probably discovered 
this fact. Upon first hitting that render button, you 
wind up with something hauntingly similar days 
past - a white hunk of plastic (see figure 1). This 
is because painting and adding decals (surfacing 



and texture mapping) to your 3D object can be Just 
as important, if not more so, than building the 
model itself. Just like in the old days! 

This month, you're going to learn how to apply 
the proper techniques to transform that boring Pod 
into the exciting, butch one you see on TV. 

OETTING STARTED 

Ftrst off, you must give your object a few 
'surfaces'. This allows you to assign certain 
colours and images to specific areas of your 
model - a sort of high-tech way to prevent paint 
from spilling where you don't want it. Rgure 2 
shows how simple this is -just select the 
appropriate polygons in modeler and type in a 
name for them. While this can be done to a 
finished model, it may be easier to name polygons 
as you create each section of the object. 

Remember trying to paint those hard-to-reach 
places in a plastic model that had already been 
built? And how the instructions you never paid 
attention to suggested painting them before gluing 
them together? The same applies here. Trying to 
select individual polygons in a complex, finished 
model can be just as harrowing. Naming as you 



build is much easier. 

If you look at the picture of the finished Pod, 
note that each area that looks different has a 
unique surface name. This model had about a 
dozen surfaces, while an object like Babylon 5 
itself has well over a hundred. 

Once the object has had its surfaces named, 
you can begin to apply rudimentary colour and 
texture to it, usually by simply moving numeric 
sliders or typing in a percentage. Parameters such 
as colour, diffusion {how much light it gets), 
specularity (shininess), transparency and others 
can be easily defined (any good 3D manual will get 
into the details, which differs for every program). 

While this method works well for broad 
surface settings, precise control over the look of 
an object can only be had by actually painting it 
with image maps - actual pictures containing the 
detail you wish to see on a particular surface 
(panels, markings, numbers, multiple colours, etc). 

We'll start by painting, or 'mapping', the most 
complex surface, the pod sides. 

X MARKS THE SPOT 

Remember that important talk last month about 
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Wordworth 




Wordworth ^.1 SE 



Word Processor for the Amiga 

\ 



£49.99 




including VAT and 
postage, is a small price 
to pay for any word processor. 
What's even more amazing is that this 
isn't any ordinary word processor. 
Tliis is Wordworth ® the most popular ■ 
Amiga word processor in the world. 3.1 SE runs like lightning, even on the 

SE stands for Special Edition. Based on tlie most basic Amiga A1200 with just 
Wordworth 3-1 technology, this version 2MB RAJM and one disk drive. 
omits Wordworth's most advanced For more iriformation call 

feaaires. Wliich means that Wordworth 01 395 270 273 or write to Digita ® 



FREEPOST, Exmouth EX8 2yz. 
So, now everybody can find out for 
themselves why Wordworth is used by 
more people than any other Amiga 
word processor in the world, bar none. 




DIGITA 

INTERNATIONAL. 



Digita International limited. 

Black Horse House, Exmouth EX8 IJL 

Telephone: 01 395 270 273, Facsimile: 01 395 268 893 



©Copyright 1994 Digila Inlernaiional Uitlited. AJI rights reserved. No pan of ihis adven c:in lie reproduced or copied in any way whatsoever. Wordworth, 

Digila and the Digila logo are registered tradcmarlts, DigiSense and TeMEFfecis are trademarks af Digita Holdings Limited. All other trademarks and their 

owners are acknowledged. SoltJ subject to standiird conditions of sale. E & OE 
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RGURE S: The stencil loaded Into DPalnt. Since creating a map In the exact 
shape of the object Is the tough part, this screengrabbing technique makes 
life easy! Now it's Just like a colouring book... 



FIGURE 6: The finished colour map. This fs a good place to add decals, 
Insl^las, warning signs or anything else that must be In colour. Very often a 
colour map Is not needed at all and the solid object colour set In U^tWave 
Is enough. The yellow box shows how the Image must be cropped. 
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FIGURE 7: The results of the colormap alone. Although the map Itself 
contains few colours, note how the natural shading of the object gives the 
appearance of far more. See how easy this all Is? 



FIGURE 8: Back to DPalnt for the diffusion map! Diffusion tells us how much 
ll^t hits an object. It will specify which areas get more or less ll^t; It will not 
obscure the colour map, but augment It and create the Illusion of more colour. 



the X,Y and Z axis of 3D? Well, it's back to haunt 
you. These directions are also important to 
mapping. Just as any polygon is built along these 
3 axis, they must also be mapped this way. Since 
the left and right sides of the pod are standing 
along the X axis, they must be mapped this way. 
For convenience, they should be named "Pod X" 
(see figure 3). In addition, unlike a 'real' model, 
you don't have to worry about painting both sides. 
As long as you select and name both the left and 
right halves of the pod "Pod X", the map will travel 
straight through one side and apply itself to the 
other (after all, the object is symmetrical). In you 
wanted each half of the pod to be unique, you 
could name each side differently. 

The map you are going to paint needs to be in 
exactly the same shape as the surface it will be 
applied to. The easiest way to do this is to use the 
object itself to create an outline you can load into 
a paint program. Figure 4 shows how the side view 
of the pod body was dragged out and enlarged (the 
Lightwave grid and points visibility were also turned 
off). By using a program such as Art Department 
Professional (or one of many PD utilities), you can 
grab a screenshot of this view, providing you with 



an IFF image of the modeler screen. 

Figure 5 shows this image (with the tool 
buttons painted out) loaded into Deluxe Paint. This 
is a perfect place to start from. Whatever you 
draw within this area will be applied to the side of 
the pod -just imagine you are actually painting 
the model itselfl Figure 6 gives a suggestion of 
what a good colour map would look like, including 
hazard stripes and lots of little details. 

Remember, the map must be the same, exact 
shape as the pod. When you've finished, you must 
save the colour map as a brush, dragging out the 
square brush box to the precise edges of the 
image (don't worry about the black areas that fill 
out the square). The yellow outline in figure 6 is a 
simulation of what your drag box should look like. 
Using the 'Crop Visual' operator in Art Department 
(if you have it) can make this easier. 

Once the map and object are loaded up into 
your 3D package (preferably Lightwave), the 
map should be applied to the appropriate 
surface as a planar image map (meaning flat) 
along the X axis. Figure 7 displays what the colour 
map alone looks like. What a difference! This 
certainly looks better, but it still needs more - 



something else to bring it to life. 

TEXTURE MAPS 

Yes, I'm sure many of you thought a colour map 
was a texture map but, in order to understand 
them, it helps to separate the categories. A colour 
map hides your object and replaces the surface, 
while a texture map augments it; modifies it; 
textures it. A texture map won't change the colour 
of your object (or its colour map) - only enhance 
what's there. 

Take a look around you. Most surfaces you 
see - a wall, a table, a computer - all contain 
perhaps several primary colours; the rest is 
lighting and texture. That wall may be a solid grey, 
but the small bumps and dirt are what gives it 
' character - what makes it real. This texture is 
what can transform a dull, ordinary 3D object into 
a sexy, new, exciting 3D object. 

Perhaps the only 'secret' to the look of 
Babylon 5 is its wide use of high-tech 'paneling' on 
just about every object. These panels, created 
with a diffusion map, help break up a flat, single- 
colour surface by adding contrast in an interesting, 
science fiction-like pattern. As a specular map, 
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FIGURE 10: When upecufartty fs turned on, a »Mne runs across the obifect. 
However, the surfaces are affected uniformly, and the s/i/na looks Uike. In 
fact, the work done with the colour and diffusion maps seems negatedl 




FIGURE 11: Using the diffusion map as also a specular map fixes this. It tells 
Hie object which areas (In the shape of panels, of course) are more or less 
shiny. This works In the same areas as the diffusion map and creates a 
cohesive pattern with realistic contrast. 

they give an object an exciting, metallic shine 
without it looking like plastic (a problem found in 
many 3D animations that don't use specular 
maps). Rgures 8-11 illustrate this. 

Since colour and texture maps can live 
peacefully with each other, you can add detail to 
the pod sides without disturbing what you've 
already done. Rgure 11 shows the panel diffusion 
map in Deluxe Paint, created in the same fashion 
as the colour map - by starting with the wire-frame 
outline and filling it in. Texture maps need only be 
black and white, since they actually shade the 
colours already there without adding new ones. 
The light and dark areas of a texture map define 
how light or dark the surface will be (in the case of 
diffusion) or how shiny (with specularity) - they 
don't actually cover anything {although it may look 
like it). 

The panel map you see would work fine as 
both a diffusion and specular map. If you wanted 
your ship to be shinier, simply brighten the map in 
an image processor and save it as a separate 
specular map (remember, brighter in a texture map 
means more, with white equalling 100% and black 
0%). You would apply it the same way you did the 



FIGURE 12: The camouflage pattern was not drawn, but generated with a 
fractal procedural texture. The cockpit had an even stranger texture applied. 
At the click of a button, these Images can also pulsate and move, sometimes 
useful to create the Illusion of smoke or even fire. 



colour map, as a planar image map along the X axis. 

FINISHING UP 

Other areas of the pod should be mapped 
similarly, although a precise image map need not 
be created for 'generic' areas of the object, 

Take the boxy 'shoulders' that attach the arms 
to the body of the pod. Since they are mostly 
square, a cubic diffusion map of paneling was the 
only image added to it {the colour was created by 
Lightwave sliders -the shading produced by the 
diffusion map was good enough). Cubic mapping 
takes any image (square shaped is best) and 
maps it along the X,Y and Z axis of an object 
simultaneously. This is also how the roof, floor, 
nose and entire backside of the Pod were mapped. 
In fact, most surfaces in Babylon 5 are created 
this way, using a full-screen, generic image of 
panels, saving custom mapping for the larger, 
more vrsibie areas. 

A great way to dirty down an object is to 
apply a procedural texture, usually some form of 
fractal pattern {see figure 11). This type of texture 
is computer-generated and can create very 
handsome surfaces without much effort. These 



patterns (usually in dozens of varieties, popular 
ones including brick, wood and checkerboards) 
will cover an entire surface with ease and 
save you the trouble of painting such 
commonplace textures. Maps can also be 
scanned in from books and magazines and later 
cropped to fit a surface. 

These other techniques can be a welcome 
addltfon to image mapping, although some people 
try to take the easy way out and use only scanned 
or computer-generated textures. While this may fit 
the bill in many cases, there is simply no quality 
substitute for a good, hand drawn image map. A 
light fractal pattern to make a surface look more 
'weathered' will often be added to our models, 
but that is usually the extent of procedural 
textures on Babylon 5. 

With Detail painting out of the way, there 
should be little stopping you from finishing that 
Work Pod. These fundamentals of image mapping, 
along with a good software manual, should be all 
you need to get going and create some fantastic 
objects. The only step missing now is how to 
actually animate the thing. 

But that's next month... %2j 
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The Amiga Shopper Avrards 



Have your say on 
the best Amiga 
products of all 
time and win a 
£400 voucher... 




Lipu finish tvplno « word <Gv pr»j«lr*B »p*c»>. ProEcKt ilTTl ( ook 



Protext scored a stonking 93% In our review in issue 43, 
but which is your favourite word processor? 



sponsored by 



O) 



■ computers ei 

harwood 



There is no doubt that there are a vast 
number of innovative, exciting and unusual 
products avallabie for the Amiga. Everything 
from PD Image processing programs to Immensely 
powerful accelerator cards can be found out there 
somewhere. 

Here at Amiga Shopper we hate to see all of 
that inventiveness going unrewarded, so we have 
decided to recognise the efforts of the people who 
design, build and marl^et these products by setting 
up a whole new concept: The Amiga Shopper Star 
Performer Awards. These will recognise the efforts 
of the great and the good in the Amiga world, be 
they a PD programmer or a company pioneering the 
cutting edge of Amiga technology. 

And who better is there to pick the products 
which should receive these awards than you - the 
Amiga Shopper reader and devoted serious Amiga 
user? So, all you have to do is to picl< the programs 
or products in the various categories below, and 
we'll tally the votes to find out what you, the 
serious Amiga user thini< is the best product 
available in each of the categories. 

So what sort of thing could you vote for? Well, 



just sit down and thini^ about all the Amiga stuff 
that you have. Which DTP program do you use the 
most? Which piece of video hardware has made 
your latest extravaganza easier to mal<e? All you 
need to do is write the name of the product in the 
space on the form in these pages and send it in to 
the address that follows. 

You don't have to vote in all of the categories, 
so just leave the 3D programs one blanl< if you 
haven't used any 3D programs. The products you 
nominate don't have to be new ones - if you've 
been using a product for several years and it's 
been incredibly reliable, then why not nominate It in 
one of the hardware categories. After all, reliability 
is important too... 

Don't forget that we are also looking for the 
best PD programs. Has the PD version of the 
networking software TCP/IP made your life easier? 
What about the PD image processing program 
Image Studio? Would you vote for this as the PD 
utility program of the year? 

There is also a special bonus category; Amiga 
Person of the year 1994. If you think there is one 
person on the Amiga scene who has done more 



than any other to push the Amiga forward, 
nominate them here. It could be a PD programmer, 
it could be a hardware designer, animation 
designer, or even somebody who wrote a book that 
you've found incredibly useful. It could even be 
somebody you know who has used an Amiga in a 
strange or unusual way. 

And don't forget the final category - The 
Editor's Special Award for innovative Amiga use. 
This will be decided by the Editor of this magazine, 
and will be awarded to the person who, in his 
opinion, has made the most Interesting or inventive 
use of the Amiga. Please feel free to send in your 
suggestions for this category. 

In order to make it worth you while sending in 
your entries, we've got together with noted Amiga 
dealers Gordon Harwood Computers to offer you a 
quite stonking prize. One person will be the lucky 
winner of a £400 voucher, which they can spend on 
any product sold by Harwood's. You could buy 
yourself a new Hard Drive, or get hold of a modem 
and video digitiser without having to spend a penny! 
You could even get your Amiga moving by fitting an 
accelerator! If you don't vote, you can't win... 
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The Amiga Shopper Awards 




-th:fJJ:>M:r',r71 



Your Name: 



Scanners 



Your Addressi 



SOFTWARE 

DTP/WP Programs 



3D Programs 
Animation Programs 



Image Processing Programs 



Business Softw^are 



Video Software 



PD/shareware Utilities 



PD/shareware Animations 



CD-ROMs 



HARDWARE 

Printers 



Aceelerafor/RAM card 



Modems 



CD-ROM Drives 



Hard Drives (A Interfaces) 
Video Hardware 



SPECIAL 

Amiga Person of fhe ^ar 1994 



Details of all entrants vrill he supplied to the sponsors 
of these awards. If you do not wish fo receive any 
further information from them, please tick the 
following box, D 

Just cut out (or phottKopy) this form, and send it to 
the usual address: 

Amiga Shopper Avfards 

Future Publishing 

30 Monmouth St 

Bath 

Avon 

BAl 2BW 



Alternatively, you can E-mail your entries to: 

Awards@Amshop.demon.co.uk (Internet) 

2:2502/129.1 (Fidonet) 

Please, only one entry per person. The closing date 
for the awards is Tuesday, January 31, 1995, All the 
usual competititm conditions apply. 



i 



AMIGA SHOPPER • ISSUE 46 • FEBRUARY 1995 






DEBE^ 



QUALITY PERIPHERALS 



FOR 
THE 





AMITEK 



Friendly Technology 

Designed in bring you high quality and 
performance a\ affordable Dric-ps, Amitek 
peripherals offer outstanding valuefor 
money They fiie built to ensure easy 
fitting and trouble free operation mriking 
them a pleasure to use AmiteK products 
are also thoroughly rested and very 
reliable so reliable that we are pleased 
to offer a full two year warranty on most 
of the Amitek products detailed here 



IB RAM UPGRADES 

AMITEK FOR A500/A500PLUS/A600 • 2 Vfl WARRANTY 

CODE DESCRIPTION INC VAT 

RAM 0505 A500-512K (No Clock) E20 

RAM 0510 A500-512K(Witti Clock) E25 

RAM 0520 A500PLUS - 1Mb RAM £30 

RAM 0605 A600 - 1Mb {No Clock) £30 

RAM 0610 A600 - 1Mb (With Clock) £40 

HPOWE^UPPLY 

AHITEK FOR A5M/A600/A1200 - 1 YR WARRANTY 

This power supply is an ideal replacemenl unil, which can 
deliver 1,0 Amp or 12V and A.5 Amps on 5V. Mote ihan 
enough power far a seriously expanded Amigai 

POW0510 Amitek Power Supply Unit £29 inc vat 

KMODULATOR 



AMITEK 



FOR ALL AMIGAS 




The Amilek External Modulalor 
mates an Ideal replacemenl 
modulalnr loi all Amiga awnsis. 
Euerylliing needed Is supplied. Like 
all Amiiek peripherals, II comes 
ivilti an easy lo follow maruai. 



iNC WT - MOA JMO 



r7\ ACCELERATOR 




B1 



Mb 




® 



AHITEK 

aVz" DELUXE FLOPPY DRIVE 

FOR ALL AMIGA COMPUTERS 



Maximise the processing power ol your slandard A1200. Be ready tor the new 
generation of software which makes more demands on Amiga memory and 
technology. The Amitek Hawk RAM expansion includes up to 8Mb fast 32-bit RAM, 
the ability lo support an optional, sophisticated 68B82 FPU (Floating Point Unit - 
drastically increases the speed of maths intensive operations - e.g. in applicalions 
such as Lightwave 3D) and a battery backed up clock. Built to a high standard, this 
board can be easily installed and comes with a 2 year warranty. The Hawk RAM 
board Is available in 4 versions, each with the option of either a 33mi or AOuHi 
PLCC 68B82 co-processor. 



FPU SPEED COMPARISOK 


dpehatioh 

BY UP TO 40> 

In FLOPS (HO 
Polnl apeiitmn^ 

riQureslrom 
AIBB Mmm S 1 

I.D 






Amiga AOim FPU 
12110 In nAM 



INSTALLATION OF A HAWK HAM HOARD 
INCREASES A1200 SPEED BY UP TO 3x 



• Plugs straight inle A1 SOO Irapdocr - No soldering required 

• UpgradeaCleFAST RAM board io1,2,4DrBMii 

• Uses induBlry standard socketed SIMMs lor easy upgrades 

• OpIiaial Hoaling Point Unil - 33mmi or Jftim PLCC 6888? cof rocessw 

• Cornprehensive manual wild liluBtrBlions 

• Works v(iltiallA1200arllA1200HDcompulBrs 

• Does nol Invalidate vDurA12DDwanBnly 

• 2yearwarranty PRjCES FROM ONLY 



AMITEK HAWK RAM UPGRADE BOARDS 



4Mb No 
1 RAM FPU 


OMD Nd 
dPArilFPlI 

£129 


Mm No 

*IraM FPU 


am No 

URAfil FPU 


£99 


£189 


£329 


OPTJOMAL FLOATING POINT UNtTS 
AviMiDlQ Willi a^me HW udqiiUb Unardi 


33mki PLCC FPU + Crystal 


£59^;: 


40mhi PLCC FPU + Crystal 


£99;:r 



1Mb RAM, NO FPU 



£99 

INC VAT - RAMIStO 

FREE DELIVERY 

IN LIK MAINLAND 




DELUXE FEATURES 

The Amilek drive has many deluxe 
features not included in other drives - 
check out the competitioni 

ANTI-CLICK 

This feature stops your drive making 
whirs and clicks when the drive 
is empty and searching for a disk. 

ANTI-VIRUS 

This switchabie mode stops track 
viruses infecting the disk while in the 
drive. Unlike many other drives which 
have vinjs killers, this mode can be 



disabled, allowing some fussy copy 
protected software to run. 

ADD MORE DRIVES 

The Amitek drive is also daisy- 
chainable, so you can add further 
drives to your system, using very little 
power from your Amiga. 

QUALITY SONY HflECHANISM 

Amilek took the time to source a 
mechanism that has all the features, 
quality and reliability that Amiga 
owners demand. 



DBQlistatso 
liDm moisis 
available 
MAflCH'94 


AHTI- 
CLICK 


ANTI- 
VIRUS 


ROBUST 
STEEL 

CASE 


QUALITY 

SONY 

MECHANISM 


TOP RATED 
CU-AMIGA 

MAY '14 90% 


2 

YEAR 

WARRANTY 


AMITEK 


/ 


/ 


/ 


/ 


/ 


/ 


CUMANA 


- 


- 


- 


- 


- 


- 


ZAPPO 


- 


- 


/ 


- 


- 


_ 



High Quality Z'A" Sony Mechanism 
Strong Metal Casing 
Built-In Anti-Click Feature 

SWITCHABLE ANTI-VIRUS MoDE 

Enable /Disable Switch 

75ms Access time 

Daisy Chainable Via Thru Port 

Low Power Usage -EttpsuHmRia'D 
External PSU Not Req'd 



2 Year Waraanty 



EXTERNAL DRIVE 




INC VAT - DRI1159 

FREE DELIVERY 

III UK MAIMLAIID 



_ 1Mb INTERNAL FLOPPY DRIVES 

AHIIEK FOR AMIGA 500/500plus & AMIGA 600/1200 



These Internal Amilek replacement 
drives are ideal iov users who 
10 replsce Ihsir exislirg Inlemal 
drive. 

Ths packs leature 
a high quality 
Internal !«» 3ii" 
drive mechanism 
tor the Amiga 
SOO/SODpius 

Amiga 600/1200, All 
you need lo 111 your drive 
is ircluded. plu^ easy 
follow lilting irslnjctions and 
gA months warranly. 




K\H^FUSION GENLOCK 



flHITEX 



FOR ALL AMIGA COMPUTERS 




FREE! SCALA HT100 

HOME VIDEO S^TX ,„c 
TITLING PROGRAM L4yvAT 



• lirpul mi Oulpul Coi<i|)DSile VMeo Signals 

• Swilcli tietween. Video ONLY. CorrpulEr 
ONLYandMllMJOolpulS 

• RGB Thiu 
Not Gm locked 

• Hardivate 
FaOe to 
taQoaway 
tiie leuDl 
ol OvgrlJy 
or Video 




THE SILICA 

SERVICE 



y; '-Bbfore you tJadde WHEN to buy, we 
■"suggest you consider WHERE to buy 
and ptoISCI yoLH investment with a purchase Irom 
Silica. Wilh our unrivallad experience and expertise, 
we mW provide alt the enira help, advice and new 
product intormailoh you may nead hoih now and in the 
iuluie, Ulsli one cl oui stores, or reium this coupon 
now and begin to experience the "Silica Sendee'. 




NOW IN IS ,.^"^^^. 

HHANCKEE OF " ^V 

D E B E N^ A MS 

\^^ STORE NAfiowwine 



'Tff? 

• &'r; .'■'.■:.-■: .■"'■^i.-;t' 

We hav« a proven track record in profsssiunal 
computer sales. 

• Pi,. .. .:';■.' . -lAii C-Ji'xr-.V-i'^ 
With over 3D0 Staff - Wg ara Golld and iBliabla 

• £AV-tY"i,t"..:-"i' ■.-■,■ ■■ - 

Ail are 'Customer Care' Irainen and al voof service. 

• TECmtCAL ..L'r,- ■ . ' ■ 

f/)ff help and advice from a team at exiierts. 

• A FULL PBODUc v- 

Ail of your computer reuiiirements Iriim one supplier. 

• PRICE MATCH: 

We match on a "Same product - Sama price" basis, 

• FREE CATALOGUES: 

With special offers and product news. 

• PAYMENT: 

We accept most major credit cards, cash, ctiequeoi^ 
monthly terms (aph 290% -nmnn qooiE on KquBsii. 

■ill:, 'j ;;■,■.;•: ot/WT5 available: 

Business, Ecucation and GovernmenL 

Tel: D81-3DB OSSa. 



FREE DELIVERY on orders over E40.vat, 

Small iiiliiiiniiitruiion charge (£2,50.vat) 
onoiiieis undiir HO.v/.i 



21 stores including 18 m biancties of Detienliams 




Sii.iC,\, SiLKnHou,-E, HiiH=Hi.= v R'jsD. Sidcup, Kent, DA144DX 
PLUS BRANCHES AT: 

BfllSTDL Oel]Eiihjiiis-(3MFJwi:i Si J a ires Barton PZ7Z2910Z1 

CARDIFF DebEiHianis-lniRm), SI DavifsWay 0222 341576 

CHELMSFORD Debenham -iw nami. ;7 Higfi Slreel 0245 355511 

CflllYDOW DEbenltams - (wiror) ll-31HarlliM DB1-EaM455 

GLASGOW Debenbanis-iiihnM^i, 97Ai (] yiEEHeel D41-;;i DB8fl 



GUILDFORD Debenhams - (3;ii nw). Millbrooh 



04S3 301300 



HARROW Debenbairs-fgniiHiiwl, SlalionRoad 081-427 430B 



HULL 



Debenbanis-MFtoi, Prospect Streat 0482 25151 



IPSWICH Oebenlianis-PwiFiotri. Wesigale Slieet 0473 221313 



LONDON 



Silica 



- 52 ToHenliain Court Road 071-58D 40DB 



LONDON 



Dfibeiibams ■ (3'i) ftaori 33^ Oiiford St 071-58D 3QB0 



lUTOH 



Bebsiihams - (isi hm". Arndaia Centre 0582 21201 



flANCHESTER Debeiibatiis-(3i-,i pmd. Marhd Street 0E1-83g 8666 

PLTHQUTti Debealiams - M Hwrl. Royal PatatJe 0752 266666 

ROMFO R D Dabenliaiiis - larj fimiI Marital Place 0708 768066 

SHEFFIELD Debeiihatns - 13fJ nw.i. Tlie Moor 0742 7 68611 

SHEFFiao Osbenhatns ■ iLert.N:!, MeaOowrtall Clre 0742 569779 



SIDCUP 



Silica -Sfta House. HatbariayRd Dai-3D2 8811 



SOUTHAHriOH Dob onhaiis ■ usiito). Dueenaway 0703 223888 
SOUTHEND m dii!!i - iena tiami, Hipli Street 702 462426 
THIIRROCK [)elienli£m3-(i:iFioiir.i Lahaslda Centre 0706 663S87 



To: Silica, AMSHP-t)295-Z13. Silica House. Haltierley Bd. Sidcup, Xenl. DAH 4DX 



INFORIVIATION ON AMITEK PRODUCTS 



lult/li;lrs/Miss/Ms: Initials: 

Surname; 

Company tn awiouig): 

Address: 



Postcode: 

Tel (Home): 

Tel (Work): 

Which computer{s), it any, do you oviin? 



213KJ 



E&DH ■ ^[^B^^J9Qd pjic^ ana KpooTicdrioiu mar chinps ■ PJbs&s mon Uu cotpsn tor Ihfl tiDBS IntonndDin, 



42 COMMS 



Comms 'n' stuff 

This month Wavey has been surfing in cyberspace, w^andering 
around the World Wide Web, and investigating the darkest corners 
of the on-line systems to bring you all the latest news and gossip. 



*@ETA Government Information Ser^^^ 




>STop (^ Message from Robert Hughes MP 
>PS£SSN 



This Is what the Government Information 
Service World Wide Web Bite looks like. 




^ Dgpanmenr crTrade and IiiJuttrv fPTT) 

At last the British Government has accepted 
the existence of cyberspace. 




t/VMt Hew (into Sila . 

*XHewi; I.tataaiei,NtBsliHir;,Eu.'nottrs ... 

^/ HardiraiB Abomtlii machints wi penpheiiili k\ Acm. 

«/ SofhrarB V/hcrcioettit.hwt'Juscil , Me Pb: [Oicklmk to Anmtt] , 

»/fti]J8tli Osi^uf aromas for j^i . Sti! , saace, commerc!, £0... 

*/ User Siqiport U;erj guiirs, roaik^lij . ts, EBS 'i, ncwsgoupi , WJTW lits!. 

Uieri Home Pagsj GoaMbcFJ yijoiaa Uiics HoiCf Pi« Internet Lit 
^ C(iic(iairiai Devclcpeis, MaiiJaclutcis. Relaiers . 
%/ HerrtdT W:-3i happentd, whcii. whsie, and whu did il 
»/ Hsewhere Cte Anii^i^H.eyn;Tt: 

TYre amazing Amiga World Wide Web 
site Is a treasure chest. 



Good day to you and welcome aboard for 
another excursion on the information 
superhighway. This month we'll be 
talking politics, rock 'n' roll and I'M be 
shamelessly plugging my new internet book, Ail 
You Need To Know About (snip - £d) 

CYBER-POLITIGS 

It's taken a while, but finally it looks like the 
people who run this country have actually woken 
up and found they are living in the 1990s. Yes, 
politicians are slowly discovering the internet! OK, 
so MPs here are not as Wired as their 
counterparts on the other side of the big pond 
that's true, but at least it's a start. Already you 
can send Email to Tony Blair 
(tony.blair@geo2.geonet.de). Paddy Ashdown 
(paddyashdown@cix.compuiink.co.uk) and David 
Shaw (david@dcshaw.demon.co.uk). 

Who is David Shaw? Well, he is the only Tory 
MP that I know of who has an Internet Email 
address. Sadly, you can't get in touch with 
johnmajor@dull.grey.co.uk yet. Of course, this is all 
well and good, but do they listen to your opinions 
when expressed by Email any more than they do 
when you write by conventional means? Less, it 
would appear. 

There is a story doing the rounds that 
somebody complained that Tony Blair didn't 
answer his Email, and was told to put the 
complaint in writing and post it! 

Things are looking up though, because the 
Government Information Service announced its on- 
line presence just a few days previous to me 
writing this column. Here's the lowdown: 

The World Wide Web site is located at 
http://vt'ww. open. gov.uk and contains links to 
information on MM Treasury, Citizens' Charter, 
Dept Of Trade And Industry, Her Majesty's 
Stationery Office and more. Nothing particularly 
exciting, but then we are talking UK politics here. 

An HM Treasury mailing list is operating from 
majordomo@hm-treasury.gov.uk and documents 
are available by FTPmail from ftpmail@hm- 
treasury.gov.uk (just send a message with the 
word help in the text for more details of these). An 
FTP site is situated at ftp.hm-treasury.gov.uk 

WHO WANIS TO BE A 
MIIUONAIRE? WAVEY DOES! 

Looks like everyone wants to be a millionaire if the 
launch of the National Lottery was anything to go 
by, and I'm no exception. Actually I am an 
exception, because I won a £10 prize on the first 
lottery, and l won using numbers selected in 
cyberspace. Delphi has set up its own National 
Lottery forum, and as well as talking about the 
best ways to win you can use the Delphi random 
number generator to pick your numbers. I asked 
this amazing device to pick six numbers between 
one and 49, and three of them were called in the 



first draw. So how can you use the latest 
technology to do the same? Here's how it works: 

1) You need to be a member of Delphi (phone 
0171 757 7080 for details). 

2) Join the National Lottery forum by ^ping 
Go National. 

3) Select the Conference option. 

4) Type Join Lotto. 

5) Type /groll. 

6) Type /roll 6d49. 

The random number generator then rolls six 
49-sided dice and presents you with the numbers. 
Each time you type /roll 6d49, the dice roll and 
you'll get a new set of six numbers! 

BEAM ME UP SCOTTIE 

And staying with Delphi for the moment, the 
official UK Star Trek fan club have opened an on- 
line support forum. You can buy merchandise, chat 
with other Truckers (that is the right term isn't it?), 
and even download Star Trek goodies. And who 
says that cyberspace is full of train spotters, 
anoraks, and sci-fi freaks? 

AMAZING AMIGA 
WEB RESOURCES 

in response to a large number of Email requests 
for help in finding Amiga resources on the Internet, 
I've been off searching ttie World Wide Web to see 
what I could find. And I don't think you'll be 
disappointed if you start off by pointing your World 
Wide Web browser in the direction of 
http://wvw.cs. cm u.edu:8001/Web/People/mjw/C 
omputer/Amiga/MainPage .html 

From here you find yourself presented with a 
veritable treasure chest of Amiga-related choices. 
How about reading the well-respected electronic 
Amiga magazine Amiga Report on the World Wide 
Web? (With AmigaGuide if you use Amiga Mosaic 
of course). Or what about taking a look at the 
latest news about Commodore, the Picasso I! 
board, or the Video Toaster? There is an option to 
look at software resources, and this includes a 
fast link straight to the massive Aminet software 
archive, as well as information of interest to all 
AMOS and ARexx users. 

The Projects option is also interesting- as 
well as pages about the use of the Amiga in films 
there's a wonderful gallery of Amiga-generated 
artwork. Usenet Newsgroups and Amiga mailing 
lists can be accessed by following the User 
Support link, and developers and manufacturers 
are well served in the Companies section. If you 
opt for the Elsewhere link you find yourself 
transported across cyberspace to many different 
and varied Amiga World Wide Web sites. 

If you are serious about your Amiga, and 
serious about your Comms, which 1 know you must 
be or you wouldn't be reading Amiga Shopper now 
would you, then you really have a duty to check out 
this wonderful WWW site. Leave some feedback 
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Star Trek has arrived, Inevitably I guess, on One. 




\ Just some of the Amiga resources you can Jump 
; straIgM to from the World Wide Web. 

as well and let the people who make it possible 
know how much you appreciate their hard work. 
On-line Amiga resources are scarce enough, the 
few people who are actually doing something out 
there in cyberspace deserve as much 
encouragement as we can give them. 

HEY, YOU, GET OFF 
OF MY CLOUD 

It was hailed by the media as the rock 'n' roll 
event of the century - the first ever live rock 
concert on the Internet courtesy of The Rolling 
Stones, Yes, if you happened to be in a position to 
point some seriously high-powered computer 
hardware in the general direction of 
http://www.stones.com on the night of Friday 18th 
November, then you could have joined countless 
other disappointed music lovers in watching some 
slow and fuzzy video of Mick and the lads strutting 
their stuff. 

This 20-minute concert was meant as a taster 
for a pay-as-you-view concert The Stones are 
planning. For the ordinary user like you and me 
though, with bog standard Internet connections 
and not the direct pipelines on to the MBONE {a 
high-powered system that allows for fast video 
transfers), it was something of a let down. Not 
exactly bringing music to the masses, just to the 
very privileged few. 

COMPUSERVE NEWS 

The big daddy of on-line systems, CompuServe, 
has announced plans to bring the Internet to its 
members during 1995. Already CompuServe 
subscribers can send and receive Email, read 
Usenet News, but coming soon will be the ability 
to use the World Wide Web, FTP, Telnet and the 
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The Rolling Stones perform 
live on the Net. 



The Official Rolling Stones Web Site 



rest. CompuServe are also writing their own World 
Wide Web browser, and informed me that the 
reason they are taking their time to introduce this 
increased-access service is so they can make 
everything graphical and very much point-and-click 
for their members. 

Of course, this will be done by developing new 
versions of WinCIM and MacCIM. so once again 
Amiga users will find themselves left out. I know 
the future of Commodore is still in doubt, but 
there are so many Amiga users out in the big wide 
world that it really amazes me that so many on-line 
systems and service providers still choose to 
ignore themi Take a virtual raspberry for letting the 
side down, CompuServe. 

WHO YOU GONNA CALL? 
NETBUSTERS! 

I recently attended the second Annual General 
Meeting of Community, the Computer 
Communicators' Association. This is the 
organisation that exists to help protect the rights 
of the people who use computer communications 
in the UK, as well as promoting Comms and 
cyberspace in general. The AGM was very poorly 
attended, the fact that it was a cold winter's 
evening in Stevenage might not have helped, but it 
struck me that this was a particularly poor show 
by the virtual community. 

Come on, I know there are lots of you who 
care passionately about your Comms, so why 
aren't you supporting CommUnily? The association 
have a Fido echo, a Usenet newsgroup, a CiX 
conference, a mailing list, and even an electronic 
newsletter. If you want to find out more, and I urge 
you to do so, then write to Community, 7 Primrose 
Road, Halton, Leeds LS15 7RS. 



Alternatively you can join the uk.org.communj^ 
Usenet Newsgroup, or contact them by Email at 
community@arkham.demon.co.uk. Community 
costs just £5.00 per year to join (with a voluntary 
donation of a further £5.00 requested if you are in 
full-time employment). 

Community is concerned with promoting 
greater access to cyberspace, protecting the rights 
of people using computer-based communications, 
and preventing misrepresentation of the on-line 
community. If you care about your Comms, if you 
are interested in protecting your Internet, then you 
really should be supporting them. 

LATE NEWS 

As I go to press news has come In of a very 

snazzy Internet Relay Chat (IRC) Client for the 
Amiga. Going by the name of Grapevine 
it runs on machines using Workbench 3.0 or above 
and AmiTCP. Grapevine offers a graphical 
interface approach to IRC, and I have had some 
very good reports from people who have used it to 
get onto the IRC. You can get hold of a copy now 
by FTP from any Aminet site, such as 
wuarchive.wustl.edu. 

SHAMELESS PLUG! 

My new book. All You Need To Know About The 
Internet, is available now from Future Publishing. It 
costs just £14.95 and includes special offers from 
many of the UK's leading on-line systems and 
Internet access providers. If Internet, Modems, 
And The Whole Comms Thing gol you interested in 
the Net then the new book is just the ticket to 
take you further on your travels. Oh, and I've got 
a wife and kids to support as well. Honest Injun! 
(White man speak with forked tounge -Ed) CD 
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What is Amiga 

Answers? 

Do you have a problem 
with your Anniga? Is 
something on your 
Amiga not working the 
way it should?ln this 
section of Amiga 
Shopper we answer 
questions posed by 
you, our readers. All 
you need to do is to fill 
out the form on page 
48 and we'll set our 
team of experts onto 
the case... 
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PROBLEM! 




Graeme knows It all... neariyf 



elto and welcome once again, to the area of 
Amiga Shopper where you can turn to find all the 
answers to questions concerning your Amiga. It's 
my privilege, as Amiga Shopper's technical writer, to 
make sure that not one of your problems Is left unsolved. 
Don't worry, we can help - no matter how simple or 
complex they may be. At Amiga Shopper we want you to 
get the very best out of your Amiga. That's why we 
devote more space than any other magazine to this 
Indispensable service, so please make the most of It and 
keep your questions coming In. We'll do my very best to 
find a solution to all your problems. 

Don't worry if you come across any unfamiliar terms, 
just turn to one of our jargon-busting boxes to receive an 



expianation. The problems are put in a wide context for 
everybody's benefit. The Index on the previous page is your 
guide to the topics covered this month. 

By now, you are probably familiar with our team of 
Amiga experts. Mark Smtddy knows all there is to know 
about AmigaDOS and floppy drives. Jeff Walker is our 
desktop publishing, fonts and printer correspondent. Gary 
Whiteley, is a trusted expert on video applications and 
graphics. If you have a query about comms, we'll set our 
communications guru Dave Winder on the case. Toby 
Simpson is our code clinician. If you've got problems with 
anything from C to assembler, try taxing his little grey cells. 
Finally, we've got a man you can rely on when it comes to 
operating systems programming - Paul Overaa. 




PRINT TO PC 

My decision to upgrade to 
Wordworth 3 depends on your reply. 
I want to be able to use pictures and 
Compugraphic fonts In a document. 
While this Is no problem, printing out 
on my dot-matrix printer gives poor quality and 
wears the printer ribbon out. I have access to a 
laser printer at college on a network of PCs. 

Is there a way of transferring the document 
exactly as prepared In Wordworth to the PC 
which 1 can then print on the laser? 

Thomas Clifford 
University of Greenwich 
Very simple. In the Wordworth Print Setup 
requester select a printer driver that is compatible 
with the college's laser printer, which will probably 
be HP_LaserJet but you'll have to check. Then 
double-click the Workbench CMD command, which 
you'll find in your Tools drawer, and print your 
document. This will write a file to RAM: named 
CMD_Rle. It contains all the necessary printer 
codes to image the document on the printer and is 
totally platform independent. 

Copy this file from RAM: on to a MS-DOS 
formatted disk. If the file is too large to fit on a 
disk then you will have to print the document in 
pages and copy the files to several disks. Check 
out page 10-14 of your Workbench manual for full 
instructions on how to use CMD, and Chapter 7 for 
instructions on using CrossDos to prepare MS- 
DOS formatted disks. {You didn't say, but as you 
are interested in Wordworth 3 I am assuming you 
are using Workbench 3.) 

Take the files to college and send them 
directly to the laser printer via the PC's parallel 
port. Keep in mind that you don't want to print the 
file on the PC in the normal way, it must be sent 
directly to the printer via the parallel port, 
bypassing any PC printer drivers. Jeff 

TELL ME MORE 

1 currently own an Amiga 1200 with 
2-f8Mb RAM, 1.20Mb IDE drive and a 
GVP 50MHz 030/882 accelerator, t 
am mainly Interested In 3D 
animations so I have some relevant 

questions for you to answer which have been 

niggling me for some time. 

1. If you set up a CD^^ with an SX-1 module, 

8Mb RAM, large IDE drive, FMV cartridge, 

keyboard, mouse, disk drive etc would it be 




possible to generate hundreds of frames of 
animation In, say, Lightwave or Imagine in 24^ft 
hires lace overscan PAL and then convert all the 
frames to one MPEG file, spool that file off the 
hard disk through the FMV cartridge and watch 
the animation In all Its glory at full frame rate? 
Would It also be possible to record It In S-Vldeo 
from the outputs on the CD^^7 

2. Can you recommend a good value for 
money 24'bit graphics card? I am mainly 
interested in either the Picasso II or the EGS 
Spectrum because of their cost and apparent 
compatibility with Workbench applications. Could 
you please shed some light on the capabilities of 
these types of card? For instance the EGS 
Spectrum claims to be able to move 80 million 
pixels per second in 8-bit. Does this mean that It 
will move approximately 25 million pixels per 
second In 24-blt? If so. Is It possible to actually 
show animations through these cards or Is It 
solely to do with faster screen update? I am 
pretty much In the dark as far as 24-blt cards go, 
never having seen one In action, but I am 
convinced that they must do more than display 
24-blt pictures to Justify their cost, especially 
when 1 see that a 24-bit graphics card for the PC 
can be as cheap as £80. 

3. Do you know If anyone Is planning a 
Bodega Bay / AlSOO-type expansion kit for the 
A1200? If so, could you tell me If the slots would 
be 32-bit wide Zorro III and perform as an A4000 
do? 

I would greatly appreciate as much 
Information as you can give me on the above 
subjects as 1 am tired of being limited to a 
certain size of animation on my A1200. Anything 
over 320 x 256 in HAMS and It starts to 
strug^el 

Robert Atkinson 
Dewsbury, W.Yorks 
Curious chap aren't you, Robert? I'll do what I can 
to help, though I think that most of your questions 
come as a result of expecting to get more out of 
your A1200 than it could reasonably be expected 
to provide. Every machine has its limits, and it 
looks like your Amiga has reached them. 

I'll answer your third question first, as the 
answer to your second question depends on 
whether such an expansion box exists or not, 
since there are no 24-bit cards which will fit 
directly into an A1200, all requiring either a Zorro 
slot or video slot to operate - hence your need for 



big box specification from your small box Amiga. 

There is, apparently, a company in Germany 
which makes tower-style expansion cases for the 
A1200 (and all other Amigas except the AlOOO) 
but its slots are Zll, not Zlll. It seerns that the 
case contains four Zll slots and two 16-bit PC ISA 
slots (though these overlap the Zll slots so it's 
one or the other if you've got PC-stuff to add as 
well), but no video slot. I've heard that the cost Is 
around £320, by the way. 

More details from: 
Manfred Kotulia, 
Mlcronik Computer Service, 
Bruckenstrade, 
51379 Leverkusan, Germany, 
n 010-49-2171-28-386/387/388 
Fax: 01(M9-2171-28-389 
(Thanks to shiuk@cix for making these details 
public). 

Which moves us on nicely to your second 
question, regarding 24-bit cards. In this case ones 
which will fit into Zorro II slots, as both your 
chosen options (EGS Spectrum and Picasso II) 
certainly do. Both cards will allow most programs 
to be displayed on a 256 colour workbench-style 
screen at higher resolutions than a standard 
Amiga RGB video output can produce, but to reap 
the full benefit of these potentially pin-sharp 
images you'll need to employ the services of a 
multisync monitor. 

However, you'll still be able to display all your 
programs (and images, including 24-bit files) on a 
standard RGB monitor, though you won't get the 
benefits of the flickeriess higher sync rates. 

As for animation playback, sure these cards 
can employ software to enable this, but don't get 
your hopes up that you'll have an Instant 
broadcast TV box if you fit a 24-bit card to your 
Amiga, no matter what pixel-shifting speeds the 
cards claim per second. Just stop to think a 
moment. A 768 x 576 pixel 24-blt image {that's 
■full PAL overscan) contains 442368 pixels. 

Twenty-five of these images make up one 
second of PAL animation, so that's over 11 million 
pixels per second that have to be shifted. OK, so 
the card might be able to handle it, but can your 
Amiga hardware load image data at such a high 
rate - which will probably be 15-25Mb (or more) 
per second? Of course not. So there has to be a 
compromise - and that's to either reduce the 
amount of colours or to reduce the size of the 
animated image. 



AMIGA SHOPPER • ISSUE 46 • FEBRUARY 1995 



AMIGA ANSWERS 51 




Here's the Colour Map Image- 
Jo give you an example - I have an OpalVision 
card in my 40MHz '030 Amiga 2000, along with 
360Mb of SCSI hard drives and 12Mb of memory. 
OpalVision has an excellent 24-bit animation 
compiler, but it is limited to lo-res overscan 
maximum and for good reason. The OpalVision just 
cannot shift data fast enough, even from RAM, to 
provide real-time playback of anything even 
approaching this size. So I usually do 160 x 128 
tests and then record the full images to PAR or 
video tape. I suspect the same is probably true of 
other cards. 

Unlil<e cheap PC cards, Amiga 24-bit cards 
allow direct access for painting or other graphics 
functions. The bottom-end PC cards are for display 
only, meaning that you can't directly see what 
you're painting at it's full quality, rather like doing 
a 24-bit background with Art Department and 
only being able to display it in 16 colours on a 
WB2 Amiga. 

In any case, either of your chosen 24-bit cards 
would be fine, provided that you had somewhere 
to plug them into, of course, though I've seen 
more positive feedback on the Picasso than I have 
on the Spectrum. 




And here's the corresponding Filter Map Image... 

And finally, to your first question. In theory 
what you propose should be possible, though you 
won't need the 8Mb of RAM as the FMV module 
will run quite happily with a standard CD'^^. You 
will, however, need a way to MPEG encode the 
huge amount of data you are proposing to 
generate, and a place to store the data before you 
encode it - like a humongously-large (let's say 
several Gb) hard drive. 

Currently the only seriously worthwhile 
Amiga hardware method for MPEGing is via the 
Peggy card, though there are several PC MPEG 
coders available. You'll also need to have plenty 
of patience whilst the MPEG file is crunched and 
saved! Gary 

BETTER LATE THAN NEVER! 

Using either Imagine 2.0 or imagine 
2.9 i cannot seem to achieve a fuiiy 
transparent sphere, if i render a 
white sphere against a blue 
background and set the 
sphere's colour fiiter settings to fuli vaiue 
(255,255,255) 1 cannot see the background 
through the sphere, in practice i can see Into 




Put 'em on your sphere, render, and Hey Presto - 
a see-through pattern! 

the sphere but not out of it. 

What I'm really trying to do is to make a 
rotating ^obe somewhat reminiscent of the old 
BBCl world, but substituting clouds for the land 
masses. However, I can't seem to get It working 
at all right. Can you help? 

Michael Harvey 
Southwold, Suffolk 
What you need to do here is use a Filter map as 
well as a Colour map on the surface of your 
sphere. Setting the colour filter only makes the 
sphere itself transparent - it doesn't affect how a 
mapped image filters light. 

I've provided three example images to give you 
a better idea. The first is just to demonstrate how 
the mapping works (in your case it would be your 
clouds image). Only the coloured areas will remain 
visible on the surface of the sphere, made 
possible by using a modified version of this image 
as a RIter map. 

I used Deluxe Paint to make the images, first 
the colour map version (in 16 colour 640 x 512) 
and then, by reducing the palette to two colours, I 
made all the parts I wanted to be transparent full 
white and the rest solid black. This two colour 



THE SPONG ANSWERS 



Amiga Shopper now has a section 
on Son of Spong!, the Future 
Publishing Amiga bulletin board. 
From here, you can ask technical 
questions of a real bunch of 
experts - the readers of Amiga 
Shopper. Here's a selection of a few 
of the latest questions and answers 
which have popped up on the 
bulletin board: 

Can anyone help me? I need to 
know whether the new Zappo drive 
h-om ZCL works with the Viper 
accelerator from Power, various 
people have totd me various things 
and I am getting very confused. Any 
kind of response would be a bonus. 
Mark Gash 

I am thinking of purchasing a 
Zappo (Overdrive) CD Rom but 
want to know If there are any 
compatibility problems with the 
above Blizzard board (I've got 4 
Megs of Fast RAM). I've heard of 
some other boards having problems 
with CD ROM drives, but I think It's 
only the ones based around the 
68020 processor and the problem 
lies with the memory addressing 
and the way the Amiga auto 



configures itself. 
Am t right? 

Am I talking nonsense? 
Answers on a postcard please... 
Kevin Morgan 

For loading and playing games on 
the Zappo Drive fast memory needs 
to be switched off and the software 
Included with the drive allows you 
to do this on boot up so the drive 
should work with no problems, 

Stewart McCuliouch 

I have a Blizzard 40MHz '030 -•■ FPU 
and Archos CD-ROM drive (the 
same as 

Zappo) and I can vouch for the fact 
that they work together. 

However, my CD-ROM drive has 
broken a wire where the lead 
connects to the PCMCIA 
card and I am having to return it to 
the dealer :( 

Derek Sharp 

I want to add a hard drive via the 
SCSI Internee on my A590 which 
as far as I know Is a SCSI-1 
Interface. Can this Interface 
support anyone other than a SCSi-1 
device? So far advice from dealers 



and echomall has been conflicting, 
ranging from NO to YES, with 
maybe In betweeni I would like to 
use a SCSI-2 disk so that I can use 
it when I upgrade my Amiga from 
and A500. 

Stuart Munro 

I have an AS90 and can vouch for 
the foct that it will work with SCSI 
drives. I also believe It will work 
with SCSI2, simply Ignoring the 
extra features/speed. 

Derek Sharp 

Well I've got my answer about the 
Blizzard traard & a CD Rom drive, I 
think I'll push my luck and ask 
another... 

I'm looking to buy the above 
monitor (or something similar) coz 
I've only got a Commodore 10648 
and I want the extra screen modes. 
However I've heard a few people 
mention that you can get horizontal 
banding of the picture when using 
certain screen modes with the 
MIcrovitec. 

Is this true? If so, which 
monitor could you recommend? 

What is the MIcrovitec like? (I 
know It's 



had good reviews, but what do the 

owners 

think of it?) 

Kevin Morgan 

I've had mine for a couple of 
months and have had no probs. The 
picture is crisp and clear. You could 
do much worse. 

Andy Small 

Well, I've got the 1440, but yours 
should be similar. I find the screen 
quality to be very good, although 
the DBLPAL mode Is a bit of a 
strain on the eyes (that's why I use 
muitlscani). Workbench has to be 
seen in 800x600 before you can 
say It looks nowhere near as good 
as WIndoze. I think It's a great 
monitor, and would definitely advise 
you to buy one (and I've got no 
problems with bandlngl) 

Ignacy Sawlckt 
The Amiga Shopper section of the 
Metnet Bulletin board can be 
contacted by modem on 01482 
473871/01482 442251. 

Alternatively, you can E-Mail your 
queries to 2:2502/129.1 (Rdonet) 
or Answers@Amshop.demon.co.uk 
(Internet). 
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NEW OVERSEAS CDROM DEALERS 

USA - Northwest PD (206) 351-9502 

IFRANCE - Pheonix Computers (335) 9829500 

IGERMANY - Media Team (0 21 71 / 4 72 03) 
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CDROM SOFTWARE 



NEW OVERSEAS CDROM DEAl 

USA - Northwest PD (206) 35 1-9502 
FRANCE - Pheonix Computers (335) 9829500 
GERMANY -Media Team (0 21 71/4 72 031 
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New' 

RAY TRACING VOL I /2 
Contains objects, back- 
grounds and textures for 
use with Image. Maxon 



Contains almost 650 megabyies of 3D 
objects, images, sequences, scene files, 
surface aiiributes. bump maps and 
tenures in IFF andTargaformnts. LIGHT 
ROM is an invaluable resource for 
Lightwave users, and as a bonus material 
for Sulpt 3D and Imagine users. 



Cinema, rea] 3d v2.0. 
Relection 1.6+, Caligari 
(BIN).Lightwave, Sculpt 
andDXF.3d Objects and 
24 bit textures galore. 



THE PROFESSION GIFs CD 
rosoFT 




A Stunning 
selection of pictures 
from around the world, 
featuring images &om animals 
to cars and almost everything 
in between. All images are in 
Ihc GIF formal, and most in 
full color. 



The 5,000 imgaes 
include over 50 categories. 
(There is no adult-only 
material). Wehaveincluded 
viewer's for MSDOS, 
Windows, MAC, and 
Amiga based machines. 



THE PHOFESSION IFF S. PCX CD 




A professioal selection of black and white PCX and IFF 
clipart. Sujects from cartoon animals to space craft's. 
These's images are perfect for any publishing program or 
Paint package. These's hundreds of different subjects and 
viewers for Amiga, MSDOS, Windows and MAC. 



/^ 




miga® 



genlocks^^lola 

and 

L1500 L200 




com p o s ite 




Minigen £69 

L1500 £176 25 

L2000 £293 75 

57 St marys road market harborough 



Y/C (Hi 8.S) 
0j composite 

custom designed chip 

broadcast bandwidth 

RGB throughport 

chroma key input 

designed and made in the UK 



eicestershire LE 1 6 7DS 0858 43350 1 >'^'^ 






IN-DEPTH COVERAGE OF THE AMIGA PRODUCTIVITY SCENE 




• Regular major reviews of 
commercial software and 
hardware. No skimming, no 
pulled punches. 

• In-depth reviews of the 
latest shareware, often 
many months before you 
read about them elsewhere. 

• All shareware reviewed 
available to subscribers 
direct from fAM. 

• The livliest Amiga letters 
pages you've ever read. 

• Professionally produced 
totally on Amigasl 




JUST AMIGA MONTHLY 



If you are yearning for an Amiga magazine 
that doesn't continually pander to the low-end, 
yearn no more. Just Amiga Monthly is THE 
magazine for Amiga professionals and hard 
core enthusiasts. 

So why is JAM only available by subscription? 
Simply because it is a specialist magazine that 
is aimed at power users and real enthusiasts 
rather than the general masses. Amiga users 
subscribe to JAM because they want to, and 
once they subscribe, more than 80 per cent of 
them resubscribe again and again. 
Every month we receive letters saying "I've 
seen your advert many times and I really wish 
I'd subscribed earlier" or similar. 
We've just celebrated our golden anniversary 
with issue number 50. The troubles at 
Commcxlore will not affect us in the slightest; 
indeed, now more than ever do true Amiga 
enthusiasts and professionals need the kind of 
support provided by Just Amiga Monthly. 
Why not take out an introductory trial 
subscription? There are no strings attached, 
absolutely no commitments; and no junk mail! 



a 

□ 
□ 

a 



□ 



INTRODUaORYS ISSUE TRIAL £10 (Europe £15) 

(3 back issues + 3 issue subscription) 

6 ISSUE SUBSCRIFTION £15 (Europe UO) 

(Starting witli the current issue) 

12 ISSUE SUBSCRIPTION £25 (Europe £35) 

(Starting with the current issue) 

STUDIO V2 PROFESSIONAL £49.95 

Featuring the first ever Colour Management Systemfor 
the Amiga. Requires Klclcstart/Worlct>ench 2 or later. Full 
support (drivers and enhanced preferences programs) for 
all DeskJets (inc all colour models); LaserJets (full PCL-5 and 
600 dpi support); Epson Stylus Colour (full 720 dpi 
support); Fargo Primera (enhanced dye sub support); 
Ricoh LP1 200 (full 400 dpi support), and most Epson 
compatible 24/48-pins. Includes 24-bit output software. 

CANON STUDIO £25 (Europe £30) 

Registered shareware version of the Canon Amiga printer 
drivers and software. Supports all Canon bubble jets (inc 
BJC-600 and BJC-4000 colour models) and all Canon LBP 
laser printers. (Price includes Intro 6Hssue trial to JAM.) 



ORDER FORM AS 



BLOCK CAPITALS PLEASE 



I enclose a cheque/money order for £ 
NAME 



ADDRESS 



POSTCODE 



Cheques and money orders 

made payable to: 

JAM 

Voice/Fax 01 895 274449 



DATE / / 

Send your order to: 

Just Amiga Monthly 
75 Greatfields Drive 
Uxbridge, UBS 3QN 



Photocopy or use a separatepieceof paper if you don't want to cut your magazine 
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image will be the RIter map. 

Back in Imagine, load your sphere and first 
add the full colour image as a colour brush map, 
wrapped on both the X and Z axes. Then add the 
second image, again as an X and Z wrapped 
brush map, but this time make sure that the RIter 
box is checked. 

Save the object, set up your scene in the 
Stage and Action Editors (I've added a graduated 
background for effect) and render at the size of 
your choice. And you should get results similar to 
those you can see here - at least in terms of 
transparency. Gary 



EXRANDED HORIZONS 

In 1992 I purchased an Amiga 2000 

whilst at Liverpool University through 

a student loan scheme on the advice 

of a lecturer who recommended the 

computer for my main subject of 

Marketing. 

However, since purchasing the Amiga I have 
had many problems both In finding local Amiga 
dealers and In gaining Information regarding the 
Amiga Itself. I have written to various companies 
but have received no replies. 

Since graduating last May I have been 
offered a freelance Job with a local company. This 
would entail me working with videos/photos of 
Individual musicians and bands and designing 
posters, leaflets etc for promotional purposes. 

The only software I have (in addition to the 
AmIgaDOS 1.3 system software which came with 
Uie Amiga) Is KIndwords 3, which I cannot usel 
My Amiga Is only a IMb machine and I've hardly 
used It since buying it as my martteting option 
was terminated soon after I started Itl 

I basically need some advice of what I need 
to buy to get my Amiga working to Its full 
potential Instead of Just gathering dust as It has 
been for the last two years. 

Could you also tell me how I go about 
subscribing to Amiga Shopper. 

Simon Connor 
Bootie, Merseyslde 
I hope you're sitting comfortably, Simon, because 
you might be rather shocked when you work out 
the cost of all the things you're going to need to 
get your Amiga dream off the ground! In fact, once 
you've read what I have to say you might be better 
off considering buying another computer altogether 
because in the long run it may well suit you better, 
but here goes anyway.... 

Since you mention both videos and photos 
then the first thing you're going to need is a way of 
capturing and converting images from either of 
these sources into a form which can be used by 
your computer. To capture photos the best choice 
is a flat-bed scanner, such as those produced by 
Epson or Sharp. Typically, a good scanner will cost 
more than £500, and you'll also need to add more 
for software capable of driving the scanner. 

To grab video images you'll need a real-time 
video digitiser or framegrabber, such as Rombo's 
Vidi-Amiga 24RT or MacroSystem's VLab card. 
You'll also need a video source suitable for playing 
back the band's videotapes. 

To handle such images your Amiga is going to 
require both increased disk capaci^ and memory, 
so you'll need a large(ish) hard drive, hard drive 
controller card and plenty of memory (at least 8Mb 
would be best). Also, an accelerated Amiga would 
speed up many of the production processes 
enormously. Fortunately it is possible to combine a 



SCSI hard drive controller, memory and accelerator 
all into one card, but expect to pay £700 or more 
for the privilege. 

To transfer high quality images from your 
Amiga to a print bureau you'll probably need a PC- 
compatible high-density disk drive, such as those 
supplied by Power Computing, This will enable the 
bureau to load and print images you've prepared 
on your Amiga from their Macs or PCs. I'd also 
recommend that you upgrade your Workbench and 
Kickstart to version 3 (cost around £90). 

To complete the hardware side you should 
have an RGB monitor to provide a good quality 
display. A 24'bit display card {such as Picasso, 
Opalvision or Retina) would also help, but isn't an 
absolute necessity unless you plan on doing a lot 
of fiddly image compositing. 

So how about the software? The first thing 
you'll need is an image processing program like 
ImageFX or Art Department which wiH allow you to 
load your grabbed or scanned images and crop, 
scale and convert them into something suited to 
your needs, as well as output them to disk in a 
format suitable for a print bureau to use. Both 
Image FX and ADPro can be used to add text to an 
image, though you'll need to supply the fonts 
yourself. For laying out text or manipulating images 
by hand you could use a paint program such as 
Brilliance (though ImageFX also includes a range of 
paint tools) but for heavy-duty paint work at the 
highest quality then only a 24-bit display and paint 
program like TVPaint, OpalPaint or Photogenics will 
do the business. I guess we've spent over a 
couple of thousand pounds alreadyl 

You'll probably also require a desktop 
publishing program, so that you can combine your 
text and images together more stylishly. 
Unfortunately, whilst there are several suitable 
programs for the Amiga, there's not much progress 
going on with them except for Soft Logik's 
PageStreamS software. Older programs like Gold 
Disk's Professional Page will get the job done, but 
Gold Disk are no longer supporting the Amiga, so 
don't expect any help when things go wrong. 

If you are to be producing promotional material 
then we should assume that it has to be top<:lass, 
glossy quality. A simple dot-matrix printout isn't 
going to impress potential audiences and clients 
much, unless such a design is actually suitable for 
the job In hand. 

Therefore, as far as quality printing goes, you 
may well be better off getting your materials 
printed out professionally. Most of your local copy 
shops {for example KallKwik or Jiffy Print) will be 
able to supply quotes for this, though it may take 
a bit of persuasion for you to supply elements of 
your artwork on PC disks for them. 

You'll have to enquire as to the image formats 
they'll require for compatibility with their equipment. 
For proofing a good Inkjet printer (such as a Canon 
BJ or Hewlett Packard Deskjet) or a laser printer 
will do the job, and you'll even be able to use 
some of the printed output directly, though prints 
from grabs and scans aren't usually very 
successful with such printers, particularly lasers. 

To be honest it might be an idea to consider 
having a look at PCs and Macs as well. Don't 
expect to save much money though - PC and Mac 
hardware might come in cheaper than an 
equivalent Amiga but some of the software is far 
more expensive. In the end it's swings and 
roundabouts, but if it's DTP you want, and you're 
not too worried about whether it's on an Amiga or 
not, I'd take a look at the other machines too, and 
then make your choice. 1 wish you the best of luck 




as a freelance, but don't expect for a minute that 
it will be easy! 

You can subscribe to Amiga Shopper by writing 
to the subscriptions dept at Amiga Shopper 
subscriptions, Future Publishing, FREEPOST, 
Somerton, Somerset TAll 6BR or calling them on 
0225 822511. A year's subscription costs £30. 
Gary 



PROPAGE POSERS 

I have a few questions regarding 
ProPage 4.1, ProSpooi and 
Compugraphlc fonts. Firstly, even 
though i have an 030 accelerator 
fitted to my A500 (running Kickstart 
2.04 and Workbench 2.1), each page takes about 
seven minutes to print on my Canon BJC-600 
using the best quality print setting from ProPage. 
Why, and how can I speed It up? 

I recently upgraded from ProPage 2 to 4.1. 1 
only got a manual for ProPage 2, with a version 4 
supplement manual. Is this correct? I read In this 
update manual that I should be able to redirect 
printing to a file, which ProSpooi should print. I 
cannot find a requester In the file print section to 
redirect output to a file. How do t do this? Will It 
be any quicker? 

I have a CD-ROM full of Compugraphlc fonts. 
To make them work with ProPage I have to 
manually change the filename extensions from 
fontname.DAT to fontname.dat, fontname.LIB to 
fbntname.lib, and so on. Can you help me with a 
script to do this automatically? 

What Is the difference between Workbench 
Compugraphlc fonts and the fonts used by 
ProPage? Can you make each type work with 
each program? 

How does the FontManager program work? 
Can I get It to change all my Compugraphlc flies 
to the 030 version, or )s It only for Adobe fonts? 

Finally, how can I get ProPage to recognise a 
separate directory for decorative fonts, small 
fonts and large fonts? It really Is a pain waiting 
for It to read a directory of 100 fonts. 

R T Butler 
St Lawrence, Jersey 
Seven minutes for an A4 colour print-out at top 
resolution is about par for the course for a 68030 
CPU. The only way to make it happen significantly 
faster is to throw a more powerful CPU at the 
problem. This has got stuff al! to do with the 
Amiga or ProPage, it is simply how long it takes to 
print graphics on this ^pe of printer. 

First, four strips of the 360 dpi page must be 
created in memory (one strip each for the cyan, 
magenta, yellow and black colours), then that data 
must be sent to the printer down the parallel port 
eight bits at a time, then the printer has to print it. 
Then the next strip is imaged and sent to the 
printer, then the next strip.... and so on until the 
page is completely printed. What takes the most 
time is the initial imaging of each strip in memory, 
and how quickly this happens is dictated by the 
■speed of the CPU. 

ProSpooi is for use with PostScript printers 
only. If you want to spool your preferences printer 
output you can use the CMD command and then 
Copy the resulting file to the PAR: device (not 
PRT:). See page 10-15 of your Workbench 2.1 
manual for simple instructions on how to use 
CMD. Alternatively, if you want a fancy user 
interface for this job, get hold of the excellent 
PrintManager 2 shareware program. Any PD library 
should be able to help you there. Printing in this 
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way will not speed up printouts by very mucli 
(perhaps a few seconds), but it does produce 
better printouts, particularly on ini^jet (bubble jet, 
DeskJet) printers. 

Your renaming problem can also be solved by 
a PD program. The standard AmigaDos Rename 
command doesn't allow wildcards, so a chap 
called Marc iviendez wrote a program called Aren 
that does. 1 downloaded it from Aminet 
(util/cli/Aren.Iha) but any decent PD library should 
again be able to help you if you don't have access 
to Internet. With Aren In your C; directory, this 
would be the script to execute: 

cd CGFonta: 

aren nAT dat #7DAT 

aren LIB lib #7LIB 

aren METRIC metric #?HETRIC 

However, having provided that solution, I'm rather 
puzzled by what you want to do because ProPage 
doesn't care whether the font filename extensions 
are in upper case, lower case or in a mixture of 
cases. Perhaps you are just assuming they need 
to be in lower case because the others already 
are? Or perhaps you just want to be neat? Anyway, 
whatever the reason, Aren is the simple solution. 

The Workbench Compugraphic font system is a 
little limited for professional desl<top publishing 
use, so some programs employ their own, 
separate systems for dealing with Compugraphic 
-fonts. The fonts themselves are exactly the same. 



it is the way the programs handle them that is 
different - things like kerning and character widths 
and spacing, which are not important to most 
users but very important to desktop publishers. 
The upshot is that ProPage cannot use 
Compugraphic fonts that have been installed for 
use by Workbench. 

However, you can use Compugraphic fonts that 
have been installed for ProPage {in CGFonts: that 
is) with other Workbench programs. To do this you 
need to use the Workbench Intellifont or Fountain 
program. After running Intellifont or Fountain, 
press the Help key and you will be given full 
instructions on how to use it. Just make your 
CGFonts: directory the Outline Font Source and 
follow the instructions on the Help key 

ProPage's FontManager is used solely for 
converting PostScript Type 1 fonts into 
Compugraphic fonts for use with ProPage, ProDraw 
and PageSetter . There is no such thing as an 030 
version of a Compugraphic font and I am not sure 
where you've got this idea from. To use 
FontManager you simply select the Type 1 
fontname.PFB file{s) in the left window, set it off. 
and it converts them to Compugraphic and puts 
them in the directory listed in the right window, 
which by default is the CGFonts: directory 

All ProPage's Compugraphic fonts must be in 
the one CGFonts: directory. Sadly, there is no 
way at all to sort your fonts into directories and 



have ProPage read all those directories. Even If 
you did, can you see that it would still have 
to read your 100 fonts, except they'd be in 
different directories? 

The way I work is by having a storage directory 
of fonts, inside which all my fonts are sorted into 
different categories in different directories. Before 
running ProPage I decide which fonts I am going to 
use, then I copy those into CGFonts: (joining the 
small bunch of fonts I use regularly), run the 
CG_Update program to update the fonts list, then 
run ProPage and get on with my work. 

When I've finished with the new fonts I delete 
them from CGFonts: and run CG_Update again. 
Remember that these fonts will always have to be 
in CGFonts: (and the fonts list updated) whenever 
the document that uses them is loaded. I always 
attach a Post-It note to the first page of my 
documents listing all the fonts used in that 
document. Then I check the list in the 
Type/Typeface submenu - if any fonts on my Post- 
It note are missing from that list I know that I have 
forgotten to copy them into CGFonts: and/or run 
CG_Update to update the fonts list. 

By the way, if you never use bitmapped fonts, 
make sure your ProPage icon ToolType FONTS is 
set to just CG (FONTS=CG rather than 
FONTS=ALL}. This will prevent ProPage trundling 
off to read your FONTS: directory, which can take 
some time if it contains many fonts. Jeff €3 



FILL IN AND GET US TO ANSWER YOUR QUESTIONS 



If you send in a question for the Amiga Answers experts, please fill 
in and include the form below (or a photocopy if you don't want to 
cut up your magazine). If you have several questions In different 
fields that should be addressed to more than one of our experts, 
please send In your queries on separate forms. 

Send your form and question to: Amiga Answers, Amiga Shopper, 30 
Monmouth Street, Bath, Avon BAl 2BW. 
Name: 

Addresst 



Hard disk: 



Mb as DH : Manufacturer 



Extra RAM fitted - type, size In Mb and manufacturer 



Details of any other hardware which could help us to answer your question: 



Your machine: 

A500 □ A500 Plus □ A600 Q AlOOO □ A1200 

□ 

A1500 □ A2000 □ A3000 □ A4000 □ 

Approximate age of machine: 

KIckstart version (displayed at the "Insert Workbench" prompt) 
1.2 □ 1.3 □ 2.x □ 3.x □ 

Workbench revision (written on the Workbench disk) 
1.2 □ 1.3 □ 1.3.2 □ 2.04/2.05 □ 2.1 □ 3.0 □ 
PCB revision (If known). Do not take your machine apart Just to look 

fbrthlsl 

Total memory fitted (see AVAIL In Shell for Workbench 1.3) 

Chip memory available (see AVAIL in Shell) 

Agnus chip (If known) 



Now, use this space to describe your problem. Including as much relevant 
Information as possible. Please continue on a separate sheet if necessary. 



Extra drive #1 (3.5ln/5.25in) as DF_: Manufacturer 
Extra drive #2 (3.5ln/5.25in) as DF_: Manufacturer 
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you are 
here... 




^S£, 



1 



there's a 
whole world 
out there to 

explore! 



Future Books Priority Order Form 



Your name 



Your address 



Postcode 



Your signature 

Please send me copies of Internet, Modems, and the Whole Comms Thing 

at £19.95 (Make cheques payable to Future Publishing Ltd. ) Order no: FLB122A 

Method of payment : VISA D ACCESS D CHEQUE D POSTAL ORDER D 

CARD NUMBER □nan nnnn nnnn nnnn 

Expiry date: DDDn 

Tick if you do not wish to receive direct mail from other companies Q 

Send this form and your payment to: 

Fiffura Book Oitlers, Fiihira Publifhing Ltd, FREEPOST (B54900)/ 

Somerton, Somerset TA1 1 6BR. 

You will not need a stamp when you post this order and postage and packing are Free. 
Allow 28 days for delivery. A5H/MB/1294 



tho 



with money-saving 

voucliers in 

this book! 



This NEW book from 
Amiga Format will be 
your guide ... 

• How to find your way around Internet CIX, 
CompuServe and other major networks 

• Bulletin boards: what are they, who runs 
them, what do they do and how do you set 
up your own? 

• You've got an Amiga, you've got a modem - 
now how do you make them talk to each 
other? 

• Make new contacts, obtain technical 
support, download software, join special 
interest groups and much more! 

SAVE £££s 

Over £160 to be saved on network registration, 
software, hardware and on-line services - see 
vouchers inside the book! 

CREDIT CARD HOTLINE 
01225 822511 



•^^^TjTt 
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We y^ant you to have 
the best for your Amiga, 
and we don^t v^onf you 
to break the bank to get 
it, so check out our 
Amiga Shopper readers^ 
offers, all at lo\^, /ow 
prices* 

Call our order 
HOTIine on 

01 225 82251 1 



JWIoney 



jyiciffters 3 




This excellent home accounts 
program is easy to use, 
flexible, powerful and 
fast. Money Matters 3 
Includes features that 
enable you to view tfie 
data In the form of 
graphs or pie charts to 
help you keep track of 
your cash. Don't get 
lost In the money mazel 



Blitz Basic 2 

This powerful and flexible BASIC 

programming language from 
Acid Software has faster 
compiling and coding, 
new commands, and 
everything from C 
structures to an online 
assembler. This package 
comes with a manual, a 
user guide, four Issues of 
the Bllt2 User Mag and 
five 

disks full of 8//Iz8as/c 
games extensions, 
and examples. 



IVordhAforth 2 



Dascfipton 


Money MaHere 3 


HRP 


£49.99 


AS plica 


£29.99 


Order code 


amsmm 




DescripUon 


BIHzSesteS 


RRP 


£69.95 


,^S price 


£49.95 


Order code 


AMSBB2 




f^ 



Although It has now been overtaken by 

Wordworth 3, this Is still an excellent 
word processing program, especially at 
this price. lVordivorf/i2from Diglta Is a 
powerful, fast and packed with features 
such as Inteiiifont, which enables you to 
use fonts from 4 to 800 points In size, 
mall merging, a large dictionary and 
thesaurus, and an Indexing system. An 
extremely powerful, flexible program 
which will suit nearly every Amiga user. 



VforcKirortli 3 





Description 


Wordworth 2 


RRP 


£129.99 


^S price 


£49.99 


Order code 


AM5266 








Better than any 
should ever be. 



The third Incarnation of this 
excellent Amiga word 
processor adds a compendious 
range of new features, 
including editable pop up 
gadgets, font sensitive 
requesters and a user editable 
tool bar which can be placed 
either along the top of the 
screen or the side. 



Description 


Wordworth 3 


RRP 


C149J9 


^S price 


C99>v9 


Order code 


AMSWW3 



galosound JMidi interface 



AS binder 




Enter the exciting world of sound 
sampling with MIcroDeal's 
brilliant Megalosound 
sampler. Megalosound 
enables you to grab your own 
samples, edit them to suit 
your requirements, and then 
mess them up again with 
Megalosounds many fun 
effects. 



Description 


Megalosound 


RRP 


£34.95 


.AS price 


£24.95 


Order code 


ASMEGA 




Push your Amiga's musical 

capabilities to Its limits with 
the fully-featured ProMIDI 
interface which enables you 
to connect synthesisers 
and drum machines to your 
Amiga and then use the 
samples with Amiga 
Format's Muslc-X and 
OctaMED Coverdlsks. 



If your mags live In 
large piles on the 
floor, and you can 
never find the one 
you want, then keep 
your AS collection 
neat and tidy with 
these practical, yet 
stylish, white AS binders. 



./ 



swwvw^ 



Description 


Midi Interface 


RRP 


£24.95 


^S price 


£19.95 


Order code 


ASMIDI 



DescripGon 


One Under 


AS price 


£5.99 


Order code 


AS108 


Description 


Two binders 


AS price 


£9.99 


Order code 


Asiog 
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Turbo 2 



Like the original 

Technosound Turbo, 
version two of this 
sampler from New 
Dimensions enables 
you to grab digitised 
sounds and sequence 
them Into 

compositions. But It 
also features many 
Improvements and 
new functions, 
Including direct-to- 
hard disk recording, 
and a built-in tracker. 
The package contains 
a digitfser and a set of 
audio leads. 




JVIusic-X 2 



This amazing fractal landscape program from 
Meridian enables you to build your own scenery on 
your Amiga. Then you can animate it to create 
stunning fiy-bys, or use it as backgrounds in your 
own games, pictures or 3D renders. And It even 
works on standard A1200s. 



Desctlption 


Technosound Turbo 2 


RRP 


£39.99 


^Splice 


£29.99 


Order code 


AHSTT2 




Descripflon 


Vista Pro Ule 


RRP 


£59.95 


AS price 


£39.95 


Ofdflfcode 


AMSVIST 



Anim Workshop v2 VfovoLink 





Fancy being able to combine animations? How about 
adding sound to your latest epic Intergalactic space 
battle animation? Anim workshop can do all of this, 
and more, it also boasts a comprehensive ARexx 
Interface, so you can even write your own scripts to 
process animations. 



Fancy doubling the speed of your LIgtitWave 
renders? If you have two Video Toaster equipped 
Amigas, this product will allow you to cut your 
rendering times in half by splitting each frame 
between the two machines. Ail you need to do is 
click on the "Render" buttonl 



Description 


AnlmW(Hl(shopV2 


RRP 


$159.95 


AS price 


£99.99 


Order coda 


ASHANIM 



Description 


WaveUnk 


RRP 


S159.95 


ASpnce 


£99.99 


Order code 


ASHWAVE 




This sequencer package is one of the most ground- 
breaking releases since the original Afus/c-Xmade 
such a huge impact in 1989. Mu8lc-X2\a a full MIDI 
sequencing package for controlling synthesisers, 
drum machines and other MIDI equipment, or you 
can use It with internal Amiga samples. 




Description 


Mualc-X2 


RRP 


£149 


/4S price 


£119 


Order code 


t-v&mi 



Pixel 3D 




if you are a 3D artist, then you will find this excellent 
3D object manipulation program quite mind- 
numblngiy useful. Not only can you convert objects 
from one 3D format (such as Imagine) to another 
(such as Lightwave), but Pixel Pro V2 also has a 
wide selection of modelling tools. 




Description 


Pixel P[^ V2 


RRP 


£199 


AS price 


£129 


OnJor code 


ASHP3D2 



ANiiOA SHOPPED READER OFFER FORM 



Name .... 
Address. 



-Postcode. 









Description 


Price 


Order Code 
































Total order 







Method ot payment (piease circle) Access Visa Cheque PO 

Please nnakeclieques payable to: Future Publishing Limited 

ALL PRICES INCLUDE POSTING, PACKING AND VAT 

Crsdit Card no 

nana nnnn nnnn nnnn 



Expiry Date . 



SEND THIS FORM TO: Amiga Shopper, 

Future Publishing Limited, 
FREEPOST (BS4900), 
Somerton, Somerset TA11 6BR 

DO NOT SEND CASH, USE METHOD OF PAYMENTS LISTED ABOVE 

EEC customers registered for VAT, please quote your 
registration number: 



Customers outside the UK add £4.00 for overseas delivery 



I I Tick here II you doti'I wsnl to receive special Dtfers Item alher Bpecially-selected cornpanles 



AMS/46 



.^. 
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White Knight Teclmolo 

THE PROFESSIONAL atmt f\M QOn Q00QO1 
AMIGA SPECIALISTS ^ ^ ' »^U- 0£.^0£. I 

SUPPORTING SERIOUS USERS 9.30am - 6pm Monday - Friday 

PC BOX 38, WARE, HERTS, SGll ITX FAX 01920 822302 



THE OPALV/StON i/l DEO PROCESSOR 



(IN/1 ;/'M 






A "PAL" Alternative To The Video Toaster Has Finally Arrived In The U.K. 
White Knight Technology Are Pleased To Announce That We Are 

Distributing All OpalVision Products With Immediate Effect. 
We Have A System On Permanent Demo - Call For Latest Details 



A 1200 ACCELERATORS^ 

BLIZZARD 1230-11 TURBO 

Two Standard SIMM Slots. Clock. Optional 
68882 FPU And SCSI Port. No RAM fitted 
WITH 50MHz 68030 and MMU E 269 

50MHz 68030 & 50MHz FPU E 359 
BLIZZARD SCSI-ll l/F for 1230-1! £ 79 
For Blizzard Memory, See Memory Simms Box 

GVP A1 230 Performance Series II 

Two SIMM Slots (GVP's 4 or 16Mb only). 
Clock, Optional 68882 FPU And SCSI Port 
WITH 40MHz EC030,4Mb RAM E 299 
40MHz EC030,4Mb RAM 

and 40MHz 68882 FPU E 399 

50MHz 030,4Mb RAM £ 449 

50MHz 030, 4Mb RAM 

and 50MHz 68882 FPU £ 549 

GVPA1291 SCSIl/FforA1230ll £ 59 

For GVP Memory, See Memory Simms Box 



A4000 ACCELERATORS 



WARP ENGINE 28 / 33 / 40MHz 68040 
4 X 72Pin SiMM Slots for upto 128Mb RAM 
Built in FAST SCSi II DMA Interface 
28MHz Version (With 68040/25) f- 7^^ 
33MHz Version (Witii 68040/33) r 949 
40MH2 Version (Witli 68040/40) 



Blizzard 4030 TURBO 50MHz 68030 + 
MMU, Opt. FPU (For A3000/4000) £ 239 
Available with 50MHz 68882 FPU for E 329 

COMMODORE A3640 Card, 25MHz 68040 
{As Fitted In Amiga 4000-040) S/H £ 499 
CYBERSTORM 040/40MH2 68040 + 32-Bit 
RAM, Opt. SCSI-ll (For A4000 range) £ 899 
GVP G-FORCE 40MHz 68040 + 4Mb 
32Bit RAM (Exp. 128Mb), Optional SCSI-ll 
DMA Controller (For A3000/4000) £ 889 



MONfTORS 



PHILIPS CM8833-I1 14" PALRGB. Y/C & 
Composite Input (0.38 dot pitch, Stereo) E 239 

MICROVITEC CUB-SCAN 1438 

(Multi-sync, 0.28 dot pitch, No Sound) 



14" 
£295 




AMIGA 4000 

AUr AMIGA itOOO MODEU5 ARC ^J 

v^RY SNORT suppuy - pue;ase; 

CAU FOR PRICES AND A VAA.i3AJT>1 



AUDiu fituuuLi:* 

SUNRIZE AD516 / STUDIO 16 

8 Track Stereo 16 Bit Better than CD Quality Direct to 
Dis!' Recording Fditing & Playback Can be used in 
f-onju'iction wiih Bars & Pipes Prolessional the DPS 
Personal Anim.ition liecorder (PAR) and also the new 
BroarJcapiet Flit? tro'.' Applied l\^agic Inc (see opposite! 

Now £ 999 inc VAT 

Please Cat! For A Full Brochure 



LIGHTWAVE 3D V3.5 

Official PAL Version FROM NEWTEK 



stni 



only £ 449 



RAPT UK HLU5 

RENDERING ENGINE 

For I IGHTWAVE 3D 

128Mb RAM. ScreamerNet Software, 
Ethernet Card installation & Support 



3,1 UPGRADE KIT 

WORKBENCH & KICKSTART 

Manual set with 6 disks, ROM(s), and instructions 
A500/500+/1S00/2000i, 89.95 

A3000/3000T/4000 £ 99.95 



HARD DRIVES 
Bare SCSI 

350 MB SCSI 3.5" £ 199 
535 MB SCSI2 3.5" £ 299 
1.0GBSCSI2 3.5" £ 699 
2.1 GBSCSI2 3.5" £1199 
9 GB SCSI2 5.25" £3499 

BARRACUDA 

The Fastest SCSI-2 

Drive ( 5.8 Mb/s Sustained ) 

2.1Gb £ 1299 
4.3Gb £ 2469 

A4000 IDE 

340 MB IDE 3.5" £199 

420 MB IDE 3.5" E 225 

540 MB IDE 3.5" £ 269 

730 MB IDE 3.5" £ 389 

1.1 GB IDE 3.5" £539 

HARD DRIVE 
CONTROLLER 

FASTLANE Z3 

SCSI-ll + Upto 256Mb 
32-Bit RAM For the A4000 

Now Only £ 299 



AMIGA 120a 

A1200+85MBHDE445 
A1200-^127MBHD£489 
A1200-K200MBHDE519 
A1200+340MBHDE689 



MEMORY 


SIMMS 




32MB SlMM-32 


£1099 


16MB SIMM-32 


£ 


625 


8MB SlMM-32 


£ 


315 


4MB SlMM-32 


E 


150 


2MB SlMM-32 


£ 


85 


1MB SlMM-32 


£ 


29 


GVP SIMM-32'S 






4MB 


£ 


195 


16MB 


£ 


985 



VIDEO EDIT CONTROLLER- The KRP TES20 

Amiga Based System Using "Burned In" Timecode. Controls Upto 4 Machines. RCTC 
compatible, SMPTE read & write. GPl Trigger. LANG / Panasonic / RS232 etc. Shot 
Lists, Vision Mixer control. Audio cues, unlimited scene capacity, synchronised audio 
dubbing. Upgradable to upto 8 parallel control industrial machines, RS422 and VITC. 

Prices From £ 499 
Please Call For Full Specifications Of This System 



REMWABLE DRIVES 

"THE BOX 150" BERNOULLI By IOMEGA 
150MB SCSI-2 INTERNAL DRIVE £485 
150MB SCSI-2 EXTERNAL DRIVE £555 
15QMB REMOVABLE CARTRIDGE £95 

SYQUEST DRiVeS 

105MB SCSI INT. 3.5" x1" DRIVE £295 

105MB SCSI EXTERNAL DRIVE £415 

105MB REMOVABLE CARTRIDGE £55 

270MB SCSI INT. 3.5" x1" DRIVE £449 

270MB SCSI EXTERNAL DRIVE £ 589 

270MB REMOVABLE CARTRIDGE £65 

AH Bernoulli And Syquest Drives are 
supplied with one FREE Cartridge 

MAGNETO OPTICAL DRIVES 

FUJITSU 128MB SCSI INTERNAL £ 649 
FUJITSU 128MB SCSI EXTERNAL £749 
FUJITSU 230MB SCSI INTERNAL £ 799 
FUJITSU 230MB SCSI EXTERNAL £ 899 
BOX OF 5 128MB MO DISKS £ 149 

BOX OF 5 230MB MO DISKS £ 249 

DAT TAPE BACKUP 

CONNOR SCSI DAT - 2Gb, Ext. £1029 
CONNOR SCSI DAT - 8Gb, Ext. £1109 

CD ROM DRIVES 

TOSHIBA XM4101B SCSI-2 (Int.)Jwin 
Speed, Multi-Session (Tray Load) £ 210 

TOSHIBA XM4101B SCSI-2 (Ext),Twin 
Speed, Multi-Session (Tray Load) £ 275 

TOSHIBA XM3401B SCSI-2 T/Speed 
Int., MS, Fast Access (Caddy Load) £ 275 

TOSHIBA XM3401 B SCSI-2 T/Speed 
Ext., MS, Fast Access (Caddy Load) £ 409 






SOFTWARE 



VISTA PRO 3.1 , DISTANT SUNS V5.0, 
TERRAFORM & MAKEPATH Bundle £ 



65 



LIGHTWAVE 3D V3.5 (PAL) £ 449 

ART DEPT. PRO. V2.5 £149 

REAL 3D V2 New Price £ 339 

BARS & PIPES PRO V2.5 £ 215 

MEDIA POINT V3.28 £229 

TVPAINT 2 (Picasso / Retina / Harlequin / EGS) E 1 79 

SCALA MULTIMEDIA 210 (AGA) £ 145 

SCALA MULTIMEDIA 300 (AGA) £ 299 

SCALA MM 300 + ECHO 100 £389 

SCALA ECHO 1 00 Edit Controller £ 1 39 

PRO CONTROL (For ADPRO) £65 

PHOTOWORX PhotoCD Loader £ 69 

MORPH PLUS £ 149 

QUARTERBACK TOOLS DELUXE £79 

Oilier Professiona] Software Availafcte On Request 



CPUs & FPUs 

68881 20MHz PGA E 29 68882 25MHz PGA 

68882 33MH2 PGA E 75 68882 50MHz PGA 
68882 25MHz PLCC ■ For A4000/030 etc. 
68882 33MHz PLCC - For A4000/030 etc. 
68882 40MHz PLCC - For A4000/030 etc. 
68040 25HHz - For Upgrading A4000-LC040 
68030 25MHz with IMMU (PGA Style) 

68030 33MHz with MMU (PGA Style) 
68030 50MHz with MMU (PGA Style) 



49 
89 
69 
79 
£119 
E165 
E 59 
£ 89 
£109 



Tills Zorro III cRrd performs the major functions of a 
Broadcast Quality. On-Line. Non-Linear. Digital 

Video edil =uite (CCIR601 7?0 x 576 resolution) II 
provides REAL TIME, Fl U L MOTION JPEG (50 
fields . second) Cgptiire S. Compression, direct to 
hard disk The video can then be edited and 
subsequently played back in REAL TIME, at 50 
fields'sec in upto broadcast quality direct to video 
tape etc The board has full L TC and VITC 
timecoding both read & write (on all connectors - 
Composite Y'C and YUV) It also interfaces with the 
AD516 Studio 16, 8 track stereo audio card from 
Sunrize Industnes to enable simultaneous audio and 
video editing. It requires an Amiga 4000 with full 
68040 processor, a large SCSI 3 hard drive and a 
fast SCSI-2 hard drive controller 

Aniiaii4(IOlMI3n(2 +SMh, LfIGh IIDi 

BnuidiiisU-r Flilc i/oiio 111 Ciiril) 

i'mihiLCi fl^ililing Snluviiici 

W;irp F-:n;jinc :SMII/ (14(1 willi .SCSI II 



Sunrise AD.'ilh / Slutlm Ift lAudio C;mli 

Cuh Sciin I4.1X Monitor (i"or Ainigin 

Shiirp I4"TV/M(mil(>i (Tut Videoi 

Itnagt.' I'roL'i'ssing Sollwiirc ( ADPROi 

SysiL'tn C()ntn;iir;iii()ii it 'It'siint: 

GIVING FULL BROADCAST (Beta SP) QUALITY. 

ON LINE. NON LINEAR. VIDEO EDITING ' 

FOR FURTHER DETAILS. PLEASE CALL 

'5 - Wa zife SOLE UK Dlsmmwrs - LeiJ: 



llVl^ I'uC inw; TBC card with 
transcoding PAL'SECAM/NTSC etc. £ 685 

[jV.1-^ U'LU'lh External Composite & 
S-VHS / His unit, S/W Conlrolled £ 265 



VLilU m'janime3\ time JPEG Connpression 

S Playback Video & Animation card £1039 

VL'Ah V/C, Real time HiS digitiser card £ 349 

r'.!:fii'/\ZZ2AB\\ Zorro III card. 1Mb £ 469 

;^'./7/^('lZ3 24Bit Zorro III card, 4Mb £ 619 

/>^';/7/'/l DISPLAY CARD 2Mb E 375 

/Vr:77A(^l DISPLAY CARD 4Mb E 485 



I'l'yj'JLO "jUO'I- alpine 64-bit RTG Card 

2Mb, in:, £ 339 

4Mb, Version of . ., _..:-:^' £ 389 



l^iCA O'O // RTG Card With 2Mb VRAM 

E 295 
I^'AjjU //vi/ith Workbench & KIckstart 3.1 
Upgrade A^OOL, £ 379 A3000'4000; £ 389 



/M'l/"^ . Pe^r^rjfirilAfiiffirjtiojj Ji'^r/jrd^r 

Output Your 24 Bit Rendered Animations To 
Video Tape - At Broadcast Oualtty £ 1849 

Vi'h.-o ^:\\\)\\\r-: f;:ifj - For PAR £ 999 



['■•iWHAlVrl 



lie Version 

>CSI or AppleTalk Version £ 295 

[Deluxe Version (SCSI & Apptetalk) £ 339 

JEW ' fiflS" Pn g mul^Hnn Qntinn £119 



UPGRADE YOUR 

A4000-EC030 

TOANA4000-040 

With The COMMODORE 
A3640Card, 25MHzFull 
68040 With FPU & MMU 

FOR ONLY £ 499 



SCANNERS 

EPSON GT-6500 A4, 

24-Bit Colour with ASDG 
Software & Cable E 699 



MICROBOriCS 

SX-1 

Expansion for CD32 E 1 95 



SrSTEM 
BUILDING 

WE HAVE THE EXPERTISE 
TO BUILD A COMPLETE 

SYSTEM FOR YOUR 

APPLICATION - PLEASE 

CALL TO DISCUSS YOUR 

REQUIREMENTS 



SPECIALISTS 

WE KNOW ABOUT THE 

PRODUCTS THAT WE SELL, 

AND ARE MORE THAN HAPPY 

TO ADVISE YOU. 

SEFVICE 

FOR A PERSONAL SERVICE, 

AND AFTER-SALES BACKUP 

THAT IS SECOND TO NONE, 

LOOK NO FURTHER 

DEMONSnwnONS 

DEMONSTRATIONS OF OUR 
HIGH END SYSTEMS CAN BE 
MADE BY PRIOR ARRANGEMENT 



DELIVERY CHARGES 

Express Small £ 6 
Medium £ 7 

For large items, please call. 



SURCHARGE 

If ordering with ACCESS or VISA 

thfere Is a 2.5% surcharge. 

No surcharge for DELTA, 

CONNECT or SWITCH. 



HOWTO ORDER 

HAVE YOUR CARD DETAILS 
READY, AND CALL :- 

01920 B22321 

9.30 - 6 Monday - Friday 
BY POST :- 

CALL FIRST TO VERIFY 
PRICE AND AVAILIBILITY . 
BEFORE SENDING YOUR 

ORDER TO :- 

"WHITE KNIGHT 
TECHNOLOGY", 

P.O. BOX 38, 

WARE, HERTS. 

SG11 1TX 
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Learn ho iv fo \>rrite 
your ov^i chess 
program^n C or 
AMOS, Cliff Ramshaw 
introduces^e first 
fully worJcimKversfon. 



This is it - after following this month's 
instalment you'll finally be able to play a 
game of chess against your Amiga. There's 
only one more function that we need to 
Implement - everything else Is already In place. 
That function Is bestmoveO, the most important 
and also the trickiest of the program's functions. 
Let's get cracking.... 

If we wanted the computer to play like an 
imbecile, then we could use the simple strategy of 
finding a move, making it, evaluating it and taking 
it back, for each legal move available to the 
computer in a given position. 

The moves could be found with calls to 
findmoveO for each of the computer's pieces and 
each possible direction, and each move could be 
assigned a score by a call to evaluate() after it had 
been made. After each move had been tested we 
would then pick the one with the highest score. 

The problem here is that the computer can't 
see the consequences of the moves - it will simply 
take the most valuable piece in its path, without 
the intelligence to even maneuver itself into 
positions to do so or to avoid the most elementary 
sacrificial ploys on behalf of the human. 

It needs to be able to look ahead, to guess 
what the player's response to its move might be, 
to see how it would best respond to that, how the 
player would respond again, and so on. The further 
ahead it looks, the better it plays. 

The number of moves a chess program looks 
ahead is known as the number of ply. Strictly 
speaking, one ply corresponds to a half move - a 
move by either black or white. A full move consists 
of a play by white and response from black. 

Searching through these moves produces what 
is known as a 'tree'. Each of the moves available 
to the computer can be represented 
dlagrammatically as branches emanating from a 
single route. Each move leaves the human with a 
number of possible responses, and these are 



represented as further branches spreading from 
the computer-move branches. The diagram extends 
for as many ply as are being searched. As you can 
see, the number of possibilities dramatically 
increases at every new level of ply. 

In theory, we could get a program to iook 
ahead until the end of the game, evaluating every 
move and every consequence until checkmate or 
stalemate. It would be unbeatable. At current 
levels of computing power, the sun will have long 
shrunk to a white dwarf before a program can do 
this, so compromise Is In order. 

On my humble A1200, 1 find 3-ply look ahead 
(that's one move for the computer, the player's 
response and the computer's response to that) 
plays at an acceptable speed. If you've got a 
68040-based machine, you can probably push It 
up to 5-ply. If you've got a 68000-based machine, 
you'll have to be patient, because the game isn't 
really worth playing below 3-ply. 

So how do we get the function to look ahead? 
If you've been observant, you'll have noticed that 
the findmoveO function operates on both black and 
white pieces. 

In other words, it can find legal moves for 
both the computer and the human player (we've 
already made use of this facility in the 
humanmoveO function). With findmove()'s help, 
the computer can make moves on behalf of the 
player as well as itself. 

The basic strategy, then, is to make each legal 
move in turn. Instead of evaluating this move, we 
look at the human's possible responses to it. This 
is searching at 2-ply. 

Instead of evaluating any of these responses, 
the computer again considers its own position and 
looks at the responses it can give to each of the 
player's responses. This is 3-ply. 

This process continues until the maximum 
ply, as specified by the player at the beginning 
of the game, is reached, at which point the board 




C CODE LIST! 

/* bsBt move creates each move in ti; 
BtrucC move beBtmove(int player, int 
{ 

struct move current; 

struct move bestsofar; 

struct move opponents; 

int x,y,maxi3lBt,xo. 

tf (leysl-<lSaxply) { 

/* recurBlvg,aeSrch */ 
beotAAf^ Bcor e= - 9 9 9 9 9 ; 



for (xoO;x<B;x++) 

for (y=0;y<8fy++) { 
/* work through each board p<^s it ion ii 
piece=board[x] [y] ; -^ 
if (piece*player>0) { 



nd evaluates it 
le'iel, int maxply) 




takenBiaakeiiioveCcurrent] ; /* make the current move */ 
opponents=befltmove(-player,level+l, maxply); /* find •■ 
opponent's best response */ 

erasemovetcurrent, taken) ; /* take back move */ 

current .score=-opponents. score; 

if (current. BCore>beBtBofar. score) ( 

/• this move yields best score so far */ 
beBtBofar=ourrent; /* store move and its score */ 



if pi 



turn */ 



elonge to current playir, move it */-- 




fgj>-(T^tation=0 ; rotat ion<8 j rotat ion-t^ } { 
r* try each direction •/ 
current=£indmove (piece, x,y, rotation) i 
maxdist=current. distance; 
if (maxdiBt>0) ( 
for 
(current. distanoe=lf currant. diBtanca<=maxdia£; current. distanoe++) 



/* work in this direction for 

/* avoid checking a king movii 

if ((pieae==6 || piacB==-6) f^k 

current . diBtance=s2 ) 

current . distance>4uqKTi B t ; 



long as it is legal */ 
two places to the left */ 
rotation==6 && 



else { 
/* reached bottom of recursion */ 

bestsofar. Bcore=-99999; 
for (x=0;x<8jx++) 

for (y=0;y<8;y+t) { 

/* work through each board position in turn */ ■ 
piace=board[x] [y] ; 
if (pieoe*player>0) { 

/* if piece belongs to current player, move it */ 
for (rotation!'0;rotation<8; rotat ion++) { 

/* try each direction */ 

current=f indmove (piece, x,y, rotation); 

maxdist=current.dist&nce; 

if (maxdiBt>0) ( 
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is evaluated. 

At the start of the game, there are 20 moves 
open to the computer (eight pawns can move 
one or two squares, and each of the knights can 
move in one of two directions). None of these 
moves restricts the human's freedom of 
movement, so each of the computers moves has 
20 possible responses. 

So a 2-ply check at the beginning of the game 
involves looking at 400 moves. The number of 
possible moves goes down as pieces are taken, 
but increases as queens, bishops and rooks gain 
freedom of movement, since these have many 
possible directions and distances open to them. 
As a very rough approximation, you could say that 
the speed of the game slows down by a factor of 
20 for every extra ply searched. 

Because of its repetitive nature, the 
bestmoveO algorithm lends itself to the technique 
of recursion. The same function that searches for 
a move can be used to find a response to that 
move, and so on. To do this, bestmove{) needs 
a parameter indicating on whose side it is playing. 

Initially, this is 1, indicating the computer, but 
when it recursively calls itself this is multiplied by 
-1 to indicate that the function should search for 
the human's moves. Another recursive call results 
in the parameter being multiplied by -1 again, 
switching back to looking at moves available to 
the computer. 

Recursive functions break down into two 
segments: the recursive part and the base case 
(see box-out). The recursive part here is the bit 
that makes each legal move in turn and then calls 
itself to find the responses. 

Another of bestmove()'s parameters is the 
integer variable level, which begins at 1 and is 
increased by 1 every time the function is called 
recursively. Once the value of level reaches the 
maximum ply (specified by the integer parameter 
maxply), then the base case comes into operation. 



The base case terminates the recursion and 
provides a means for the function to come back 
down to earth. Like its recursive counterpart, it 
makes each legal move for whichever side is 
specified by its player parameter. But instead of 
recursively calling itself once it has made the 
move, it calls evaluateO to find a score. 

After it has checked all the possible moves at 
this level, it returns the one that yields the best 
score. In C this is done by returning a structure. In 
AMOS, which can't deal with structure types, the 
values of the BESTSOFAR array (equivalent to the 
bestsofar structure) are copied into the 
CURRENTMOVE array, which is globally available 
and can be seen by the calling program. 

The base case works just the same as if the 
computer were only looking one ply ahead, by 
simply choosing the move that gives it the most 
material gain. Nice and simple. Notice, though, 
that it can operate just as well on behalf of the 
human player (which will only occur if you specify 
an even number of ply). 

Let's return to the recursive case, and see 
how it deals with the score passed back to it. 
The first thing it does is to take back the move it 
has made. This is necessary because the board 
is global and we don't want it to be altered 
permanently until the computer has finally chosen 
a move. 

it then assigns a score to the move it Is 
considering by multiplying the score returned to it 
by -1. it's easiest if you think of the thing in two- 
ply. Imagine that the computer has just made the 
first of its available moves. It has then recursively 
called bestmoveO which, now at the base case 
(level=2=maxply), picks the human's response 
that gives the best material advantage. The score 
of this is then returned to the recursive case 
{level=l}. 

This is where the minimax algorithm gets its 
name. The computer doesn't want to pick the 



highest scoring move (a 
gives the opponent the 
the lowest scoring one 
produces the we ak e st f e s ; 
opponent, evenpiough the 
best response [ ossible to 




y - mtri t tplyr 



and 



age), but ra 
It picT^the move that 
s i from the 
ponentja-tfJaking the 
e. It is 
'm response. 
g the score of the 
that score to 





Ja 

This is don( V 
best response I j -1 
the move currer t 
the moves have 
picks the one w 
score, so far as 
returns that. 

As you can see, the function can bfe called] 
recursively man ' times. At each level, 4xcep>tf1e 
top, it picks thevnove that provides the 
with the poo rest Wportunity to respond. ThelTTt 
that is finally returned to the calling function is the 
one that results in the best material advantage for 
the computer in a giverN^jmber of moves time. 
It's interesting to note that>t«atgorithm assumes 
that the human player is thinWngths^me way - 
ie, also employing the minimaAalgorithr 

If you look closely at this month's code you'll 
notice that the recursive part of the program is 
interested only in the score of the response to 
any of the moves it tries, not the locations moved 
from or to or the type of piece mc ved. It's only 
when the recursion finishes and t le best move 
is returned to the calling program that its details 
are needed. 

Aside from the points mentio led above, 
you should have no difficulty in fallowing 
bestmoveO's code. 

The code for the recursive atiti base cases is 
very similar. The structure bestsofar (array 
BESTSOFAR in AMOS) is usedyto hold the details 
of the best move discovered ^o far. 

The currentmove sUuctjffe (array 
CURRENTMOVE) holds>^rn the details of every 
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mduie^ecked S^Ai\e fu notion /^When currentmove 
isjassigied a score ."this^otfre^ compared with 

--— ttifit of liestsofar. If it isjfeigge r, pen b estsofar is 
given the~vaiues of curr^n(^6ve, therdt)y 
remembering a n'ew 

When all the movfe^tlivfe been chebl^ed, 
bestsofar holds the detail s/of the ov egt II best. The 
structure called opponents (array TEMF in AMOS) 
is a temporary one u^dm4hs recursHMe case to 
hold the value returned by thepecursii^q call to 
bestmoveO. " ^/^ '< ! j 

In both the recursive and baee^c^ses x and y 
loops are set up to search throUgh'eveffy square 

■ — -on: the board. A square is ignore'd unless the 

fui^ctlonifinds a, piece of the correct. It determines 
this by te^Qg that the contents of the board 
square rnultlplled by the parameter plaS-er are 
greater than zero. / 

If a piece has been found, then'another loop is 
entered, this time cycling through^the eight 
possible directions. Calls to^ffhdmoveO reveal how 
far, if at all, the piece, cafTmove in each of these 
directions. If JJiedTstance is greater than zero. 

then-affother loop Is erftered, this time counting 

between one and the piaximum number of squares 
the piece can move a/ong. Notice that the program 
avoids the special case of the king moving two 
squares to the left. This can occur if the king can 
castle to the left, whsn its maximum distance will 
be set to three. The lonsense value of two must 
be skipped when thi? happens. 

Otherwise, the nove is made and the value of 
the piece taken by itJ if any, is stored in the 
variable taken. In theirecursive case, a call is 
then made to bestmoye(), with the result being 
placed in opponents (TEIVIP in AMOS). In the base 
case, the move is instead given a score by a call 
to evaluate. In both casW, the move is then taken 
back and its score compWd to that of bestmove. 
If it is higher, bestmove is updated accordingly and 
the various loops close. Botn^rages end by 



WHAT IS RECURSION? 



y recursion I mean 

recursion. Recursion Is 
one of those techniques that 
often frightens unseasoned 
programmers. They assume It's 
horribly complicated, whereas 
in fact It's beautifully simple 
and damn useful. 

Recursion, like the more 
familiar technique of iteration, 
is a means of carrying out the 
same or a similar task many 
times over. 

Often you can use a 
straightforward iterative loop 
instead, but in some cases 
recursion provides the easiest 
way to code a solution, if you 
don't believe me, try re-writing 
this month's bestmove{) 
procedure without it. 

A recursive function is one 
that includes a function call to 
itself, which is the way that the 
repetition is generated. 

It's possible for a function 
to do this without creating a 
horrible mess because the 
variables within a function are 
local to it. 

if a function has a 
parameter n, then the value of 



n is quite independent of any 
variables called n outside of the 
function. Similarly, if that 
function calls itself, passing a 
different value for n, then the n 
in the recursively called function 
will be quite independent of the 
n in the calling function, and 
will not modily it in any way. 

Once the recursively called 
function finishes, then control 
is returned to the calling 
function, just after the line that 
did the calling. 

To prevent this resulting 
in an infinite loop, there needs 
to be a terminating condition 
that, when met. stops the 
recursion and causes the 
function to finish. With this in 
mind, it's easy to divide 
recursive functions into two 
parts - the recursive case and 
the base case. 

The classic example (and 
who am I to break with 
tradition?) is that of the 
factorial. The factorial of a 
positive integer is defined as 
the result of multiplying all the 
integers between i and the 
number in question together. 



The factorial of 1 is 1. of 2 
is 2, of 3 is 6, of 4 is 24, and 
so on. 

Notice that the factorial of 
a number bigger than 1 is the 
same as that number multiplied 
by the factorial of 1 less than 
that number, te the factorial of 
4 is the same as 4 times the 
factorial of 3. 

Here's how you would write 
a recursive function to do this 
in C: 

int factorial (int n) 
{ 

if (n==ll 

return o; 
else 

return n*£actorlal(n~ 
1); 
} 

The if (n==l) bit is checking for 
the base case. 

If it's true, then there's no 
need for a recursive call and we 
return a value of 1 (the factorial 
of 1 is 1). Otherwise, we're in 
the recursive case. 

The value returned is n 
multiplied by the factorial of n- 
1, which involves calling the 
function again, with a value of 
n-1 as parameter. 

And that's all there is to it. 




returning bestsofar to whatever called them. 
Notice that in AMOS this involves the copying of 
the local BESTSOFAR array to the global 
CURRENTMOVE array. 



And that's it. Enjoy your first game, and 
I'll be back next month to add some finishing 
touches to make the program's playing a bit 
more challenging. C9 



Next I 

BLKSmOVBil. 
' take back 
aniKEHTM0VE(5 
If CDRS£NTHOV6(5)] 
For 1=0 ^TO 6 
BESrSOF. 

SBXt.t 

• tftore j^n 

Bod "if 




(I)=TEMP(I) 



!ORE 
BESTSOFAB ( 5 } 



)=C0ttfiElITMOVS(I} 



ad- itB score 



DIST=2 



Is legal 



DIST=DISTHU: 
End If 

CtmRENTMOVE (4 ) =DIST 
' vrork !□ this direction for as lono as it 



pest DIST 
ad If 
Haxt ROTATION 
End If 



Else 

' reached bottom of recursion 

BESTSOFAB(5)=-99999 
For X-0 To 7 

For Y=0 To 7 ^^■■' 

' work throogH eacb board position Dn turn 
PIECE.'^B0ftl6^(X,Y) 

-^f PIECE*SIDB>0 

' if piece belongs to current player then move it 
For HOTATION=0 To 7 

' try each direction 
PINDMOVEf PIECE, X,y,ROTATIOS] 
DISTHAX=CDSR£NTHOVE ( 4 ) 
If DISTHAX>0 

For DISTil To DISTHAX 

' work in this direction for as long as it 



is legal 
to the left 



MAKEMOVE 

' make the current move 

TAKEN=Param 

EVALUATE [SIDE] 

' get a acore for tbia move 

CURRENTMOVE ( 5 ) =Parani 

BLANKMOVE [TAKEN] 

' take move back 

If CURRENTMOVE (5) >BESTS0FAR(5) 

' this move yields best score so far 
For 1=0 To 6 

BESTSOFAR ( I } "CURRENTMOVE ( I ) 
Next I 
End If 
Next DIST 
End If 
Next ROTATION 
End If 
Next Y 
Next X 
End If 

' We must preserve BESTSOFAR so 

' that it can be passed back to the calling program. To do this, 
It must 

' be copied into the shared array CURRENTMOVE 

For 1=0 To 6 

CURBENTMOVE ( I ) =BEST30PAR (I) 
Hext I 



avoid cbeckj^ for a king moving two placet 
lf(PIECp«fS or PIECE=-6) and R0tati0M=6 and 
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Power Computing 

DESIGN and INN VATION 



VIPER 68030 SERIES 




VIPER FEATURES 

RAM Upgradable to 128MB* 
Full Kickstart remapping** 
Optional SCSI-!! adaptor 
68882 Maths Co-processor 

On-board battery backed clock 
Instruction & Data burst modes 
Much faster than an Amiga 4000/040*** 



VIPER 28 



VIPER 40 



^^ 



'<Mf or Vper 33/« "Only on Viper 28/40 "•Only on Viper ]3/« 



EC 030 at 28MH^ FPU upto 50MHz 

BARE BOARD £109. 9S 

4MB VIPER BOARD £239.95 
8MB VIPER BOARD £399.95 

VIPER 28 MMU 

Full 030 with MMU at 28MHi FPU upto 50MHz 

BARE BOARD £129.95 

4MB VIPER BOARD £269.95 
8MB VIPER BOARD £429.95 



^|H»W 



Full 030 at 33MHz (clocked to 42MHz), FPU 
upto 50MHz 

BARE BOARD £179.95 

4MB VIPER BOARD £319.95 
8MB VIPER BOARD £479.95 

C O- P ROCES SORS 



9IIMHT FPU 


— £25 


33MHz FPU ^HB 


B £60 


40MHz FPU ^^Hl 


^ £80 


50MHz FPU "wsmr. 


■' £110 


SCSI-II ADAPTOR 


£79 


4MB SIMM 


£139.95 


8MB SIMM 


£299.95 



HIGH SPEC, LOW COST 

»♦.»* J lff.95 ^ pt.tS £4t.»S 







XL DRIVE 1.76MB 

The new XL Drive 1 .76MB now comes in a 
brand new metal casing which is half the 
height of a standard external floppy drive. 
The XL Drive allows you to store a massive 
1.76MB on a high density disk The A4000 
internal drive fits perfectly underneath the 
original drive, no case cutting required. 

XL DRIVE 1.76MB £59.95 

XL DRIVE INTERNAL £55.95 
XL DRIVE A4000 INT. £55.95 



SUPER XL DRIVE 

The Super XL Drive is the only kind of floppy 
drive of its kind on the Amiga market! The 
innovative drive can store a massive 3.5MB on 
one high density floppy disk, (without 
compressing the file!). This drive is available 
from late November/early December 



^9^^ 



SUPER XL DRIVE 3.SMB £99.95 
SUPER XL DRIVE INT. £95.95 



INTERNAL DRIVES 

We use the same drive mechanisms as 
Commodore to ensure complete compatibitty. 

PC88I A500 INTERNAL £30.95 
PCB82 A2000 INTERNAL £30.95 
PC883 A600/I200 INT. £35.95 

ECONOMY DRIVE 

The Economy drive comes with anti-click 



POWE R DRIVES 

The Power Drive is most impressive drive of 
its kind on the mari^et and now includes Blitz 
Amiga and Floppy E>9anden Floppy Expander 
allows you to compress files only on floppy 
disb by up to 50%. Other features include: 
Anti-click Anti-Virus, Isolation Switch, 2 Year 
Guarantee, Thru'port, Cyclone Compatible 
Chip, Built-in Backup Hardware and Blitz 
Compatible. 



J^C880E ECONOMY 



£39.95 



POWER DRIVE 



£49.95 



AWARD winning PR DUCTS 
44a/b Stanley St. Bedford MK4I TRW 
telephone 0234 273000 
facsimile 0234 352207 





A! prfce bdude VAt SpwiBcaSoiB and pricH m atjert to diange withiwt noto. all Ira^ 
fermonlhoFpublicatbnonl^EaOe.tWHefyne)ndiy£S I-3days(I.S0 Saturda)' £10. Deliwnesare subject to siocka™labilitn 



Telephone 



^.^ ChEqueip^abte 


toPower 


Compuiing Ud 


System owned 




■Name 






Description 




Address 
















Cheque/PO for I 


alow tipio 7 days U dea- 


^ Credit card No. { 


Postcode 






^^^B Evnlrv rjarc 


Slgn i 




Afif^Ry eHRfSTMAS TO ALL AMfGA SHOPPiR R£AOiRS\ 

POST yO(/R ORDiRS TO.' 1 



ALL TfTLeS A^£ GOMPATfBCe 

tV/Tf/ ALL AMfGA'S l/S/LfSS 

STATSD OTHCRmse. 

NOT WB 1.3 ' Nol compallble with ASDO's willt KIcksIart 1.3. 

WB 3.0< = Only compatible wiLh AGA amiga's wilh klchslarl 3.0 or above 



1 



JU. 



CMOOSe 0M€ ER££. iKTRA PO 

0/SK fOR £i/£Ry fO PD 

OfSf^ PURCHASeO. 

OFFER ONLY APPLIES TO PUBLIC DOMAIN 
DISKS AT £1.00 PER DISK. 



ZiRO 



GAMCS — I 

G394 SUPER BATTLE ZONE - Clone ol Ihe classic 3D BaLtIa Zone 

aicade gamo ol ine SD's. 

2395 HELICOPTER MISSION - SupsiB Deseit sliihe clone. Tliree 

difforent helicoplers, each with ibeir own misslcns. Wanting, all tevt 

Is wriHen in Geirnan. 

3396 PENGO 2 - Zip yoLrr Penguin buddy [hrough (ha Jce cBv? 

mazo$ &qua3Mlng Ihe baddlBS. deal Tun 

Ga97-G38a (2 DISHSj INTEHHATIOMAL WRESTLING 

CHAMPIONSHIP - FantBBiic wteslling same iDr one or two 

players Slams, punches, Bhourdar blocks, elbo^^, lump's olt [he 

ring posi and leads cf other bone crunching moves. 

G399 DVNAMiTE WARHIOHS 2 ■ Incredible Dynablaslers clone. 

1 lo 4 player addictive arcade anion Not lo be missed. 

G400-G405 (6 DISKSl THE ART OF BREAKING HEADS - 

Massive beat-em-op with e ctiolce ot dltlerent charaosrs with 

drtlerenl abilities end special moves. One amazing game. WB 3.0+ 

ONLY. REQUIRES AT 1-EAST ONE ME<3 OF EKTHA FAST RAM 

TO RUN PROPERLY. 

6406 COLONIAL CONQUEST II - Takes elements from 

MICfcpiose's CIvHIiation and Implements them Into this Irterplane- 

ta;y strategy game of evolutlDn and survival. NOT WB 1J3. 

FIEQLIRES 2 MEQ. 

Gdl}7X-HEN CARDS -Cardsel lot Klondike Deluxe. A1200GNLY. 

Gdoe TEAM TETRIS ' New Tetris vanalion that Is played by two 

players dX tlie same time. Requires cooperation between players. 

G40e AMBASSADOR FRUIT MACHINE V2.D - Superb Iruil 

macMne game with all Itie belts and whistles you'll see In a modern 

day arcade. WB 3.0 ONLY. 

G410-G41 1 (2 DISKSl MISSILES OVER XERION - Remember Ibe 

classic game Missile Command. This is a complete overhaul of the 

original concept with new super cool graphics, power ups and 

amazing game play. 

G412 SW1MSUIT CARDS - Caidsal lor Klondike Deluie II ar)d III. 

G413 STAR WARS CARDS ■ Cardset tor Klondike Deluxe II « III 

G4U EMPIRE STRIKESSACK CARDS -Cardset tor Klondike 

Daluie II and III. 

G415 RETURN OP THE JEDI CARDS - Cardssl lor Klondike 

DBluie II S 111. 

G4ieDRWH0 CARDS- Cancel lor Klondike Detune II and III, 

Due the size of the cardsel it has baen archived with LHA You will 

have to son this out lor yoursetl. 

6117 FAST CARS CARDS - Cardset tor Klondike Deluie II S 111. 

G418PINGWYNNE- Arcade Penguin game with digitised speech 

samplas ol Graemme Taylor IIIMIIIIl 

G300 VCHE55 v3.1 - One nl the strongest computer Chess games 

atour^, with mere extra tealures than most commercial ones. NOT 

WB 1.3. 

G4I9-G420 |2 DISKS) STAHWI3IDS - Inspired by tha game Thrust 

and the Star Wars film trilogy. Ihis Is a raai hot iooKlng shareware 

game. Recently reviewed (and highly rated) in AF WS 3.5t ONLY. 

G421 TOP HAT WILLV - Remember Jet Sal Willy on Ihe old B Bit 

ccmpulers, wall this plairomi game is based on that classic 

G322 AUTO MOBILES Y1 .1 1 ■ Now release ol this Skid Marks type 

racing game. More trai^ks, Impmved car control and loads ol olhar 

improvements. Brilliant graphics. 

G366 ELLE Mcpherson cardset - Caras Icr Klondike Deluxe 

AGA. 

G371 SUPER OBLFTERATION - Amazing Pang clone. Top gama. 

Rscantly reviewed In Amiga Format. 

0361-6354(4 DISKS] SPEIirrRUH GAMES 1-4 - Games lor Ihe 

Spectrum emulator. 

G373-I3378 (6 DISKS) SPECTRUM GAMES 6-10 - More game (or 

the Spectrum emulator. 

I32a3-G2B5 (3 DISKS) KLONDIKE DELUXE AGA - Card game in 

2SS colours. Superb. Look out (or the great cardseta. 

WB 3,0* ONLY, 

G442 TMA - tJnear Scl Ft space puzzle shool-em-up (what a 

moulhlull). Very good. NOT WB 13 

G397 MONOPOLY vl.l -Greet computer conversion ol Ihe board 

game. 

G3&3 ROCKETZ - 1 or 2 player spit screen Tmst spin oH, Utilises 

raylracod graphirs tor he ships. Wow. WD 3.0+ ONLY, 

G344 SHEPHERD - Based on Popuias. Ihe classic God game. 

Looks amazing. NOT WB 1 ,3 

G304 DELUXE GALAGA - The finest PD shool-em-up ot them all. 



UTfUTfeS 

U&t2 AF COPY v4 . Directory opus type file manager with 
CDOtiguratlonal buttons. NOT WB 1.3. 

U513 Z56 COLOUR ICONS - Give your WoilUjench en eilra touch 
ol class with these superb 25e colour icons. WB 3,04- ONLY, 
tJ5l4 IMAGINE 3,0 TEXTURES GUIDE - For Imagine 3.0 only. 
U5I5 MUIv2,2 - Due 10 popular demand, Multi User Interface. NOT 
WB1.3 

U516-US17|2D1SKS] PAGESTREAMvSC PATCH -Upgrades the 
earlier bug ridden version of Pagestream 3. 
U51B VIRTUAL MEMORY MANAGER V2,1 -Tunis your hard drive 
into virtual memory which will increase your overall computer mem- 
ory. Requires a BSOao or 68030 CPU with MI^U. NOTWB 1,3. 
U519-U52D (2 DISKS) MAGIC WORKBENCH ICONS 3 - For amiga 

B aspiring lor that Workbench beautiful look. NOTWB 1,3, 
US21 VIDEOTBACKER 2 AGA -Create amajingtooklngAGA 
demos with no coding BipBtlence. WB 3.0+ ONLY, 
U522 VIOEOTH ACKER 2 OCS ■ VIdaottacker for non AGA 

ja's, NOT WB 1,3. 
U523US26 (4 DISKS) VIDEO TRACKER EXTRAS - Four disks full 
of aitra Bflecl routines and objects, etc... 
US27 FOhTT FARM S - Masses ot Bnmap fonts for use with Deluxe 

t. Waikhench, etc 

USae FOHT FARM 10 - Mere lovely bitmap fonts, 

U5?g HARD DRIVE GAME INSTALLERS - Games InstaiierE for 

Alien Breed AGA, Assassin SE, Body Blows, Body Blows 2 ECS, 

Goal, ishar 2. Lemmings 2, Ruff and Tumble, Super Stardust. Super 

Fmg, Zool 2 ECS, Walker. Alien Breed 2 Tower Assuatt, Aladdin 

AGA.Desen Strike, Mortal Kombat 2, Elmania, Bubble And Squeak, 

NOTWB 1,3. 

U310 PAY ADVICE ANALSYER 4.2 - Shareware wage slip 

database. Limited shareware vsrsion. NOTVffi 1,3. 

U530 AUTO STEREOGRAM ■2,d - Generates those amazing 3D 

random dot stereogram pictures, NOT WB 1 ,3. 

U531 ACTION REPLAY PRO ■SoHwareActtonHeolay, Rip graph- 

Tiusic, train games etc.. . WB 3.0+ ONLY. 
U532 MORE 256 COLOUR ICONS - Loads more great Icons plus 

AGA icon aditor. WB 3.0+ ONLY, 
U&33 ACCOUNT MASTER v3c - Sharewere personal accounts 
manager. Very professional with many tealures, Umlted Shareware 
release, NOTWB 1,3, 

U451 SPECTRUM EMULATOR v2,0 - New version ot Iflo Epectrum 
emulator, includes some games. 

U434 VIRUS WORKSHOP v4.2 - Just cut. Powarlul multl-tunctlon 
virus checker and killar, NOTVrai.3. 
U4S6 DISK MAG CREATOR VI ,21 - Produce your own disk 
magazines with ease. 

U443 AMIGA DOS GUIDE vl.O - Provides useful help on 
what tha DOS commands are and what Ihey dp. Plus irany 
o( the common Dos error codas explained Ir English, ate. 
LI437 AMOS EXTENSIONS ■ Sever great Amos^Amos Pro 
extansions adding mare commands to both lanoLJagas. 
U449 ZXAM SPECTRUM EMULATOR AGA Vl.3 - 
Optimised Speccy emulator lo rjn games as fasl as 
possible. Includes games. WB 3,0+ ONLY, 
U5S1 MSOOS FOR AMIQADOS V2.3 - Adds MSDOS commands to 
AmigaDOS. For users lorn between Iwo computers. Hard drive only. 
Suppons CroBsDOS, NOTWB 1,3. 
U342 SUPERLEAGUE 3,51 - Football league database and 
SI all Biles analyser. 

U36S TRONI CAD ■ Schematic designing soitware, 
IJ3S7 DISKSALV % - Recovers corrupted data with various poweiful 
procoduio5. Esaenfiaf foot to have handy. NOT WB 1.3 
U4Z3 X BEAT PRO - Dnim kit music package. 
U415FORCASTER vJ.Ob- Horse racing predicllon,NOTWB 1,3 
U412 V MORPH v2,30 - Fctmorphing pictures, 
U1S6 NO ERRORS - Formats disks hiding, any fatal hard enors. 
Useful for hard drives with faully tracks, 

U582-tJ5a3 (2 DISKS) EAGLE PLAYER V1.S3I - Powerful muBlo 
module player. Suports Just about every Amiga forniat known. 
Hard drive only. NOTWB 1.3. 

U32S EPU STAKKER - Compresscr that hides in the background of 
your Wor1tl:«nch Can compress data up lo 50%, doubllr>Q the 
capacity of your hard drive. NOTWB !.3. 
U381 D-COPY 3,1 - Disk ccpier. A bit like X-Copy, 
U5S1 AMIGA FAX 1,40 -Latest shareware version ol this 
eicelient lax software for faj modems. Hard drive Installation only, 
U592ReMD24 1,5b - Powerful Image conversion programme. The 
more memory the better, NOT WB 1 ,3 

U580 LOTTERY WINNER - Take Ihe 

indecision out of selecting your National 
Lottery numbers, and use ttiis 
programme instead. WB 3.0-f ONLY 



^ASf^ 

lAU. VOUf) RAYTRACINO NEEDSIII 



/MAS we OeJBCTS 

U453 FURNITURE OBJECTS - Tables, chairs, cabinets, elc. 

U454 HOUSEHOLD OBJECTS - Items you may well find around the home. 

U460-U461 (£ DISKS) AIRCRAFT OBJECTS - From World War One biplanes to I 

Iha modem day Stealth Flghtei^, aircraft ot many types, 

UdSS-UASa [2 DISKSl SCIENCE FICTION OBJECTS - Tron Ughl cyclaa and 

tanks, space slalicns and space sliips, etc.. 

U4S4-U466 (3 DISKS) AHCHITECHURE OBJECTS - Houses. sKyscfaper, 

Colosseum, and olher types of man made slrudure, 

U467-U469 |3 DISKS) CAR OBJECTS - Vehicles Of all sorts, road vahlGlBS 

to Formula One racing cars. 

LJ470 INSECT OBJECTS - Creepy crawlies, 

U471 DINOSUAR OBJECTS - Prehistoric beasts, 

UA72 ANIMAL OBJECTS - Many types of mammals, 

fMAStfff£ nXTVRfS 

U479 IMAGINE f^iSCELLANEOUS TEXTURES - Tflxlures for Imagine, 
U4B0-U4a2 (3 DISKS) IMAGINE STONE TEXTURES - Textures lor ImaoiriB, 
U4B3 IMAGINE WOOD TEXTURES - TeMures for Imaalna. 
U484 IfMGINE ORGANIC TEXTURES - Teaures for Imaglra, 



IU457-U4S9 (3 DISKSl STAR WARS OBJECTS 
X-Wlng, Y-Wlng, Scout walker. Death Star, 
Tie Flgiilers. And loads more. 






IUJ60-U461 (3 DISKS) AIRCRAFT OBJECTS - ', 

I From Wortd War 1 Biplanes 10 modem day I U4S5U4S6(2 DISKS! STAR TREK OBJECTS 1 

I Steatli Rgtilers. Loads ol aircraft Irom history. I . p^m the otQlnai and navr series. 



I U452 BABYLON 5 OBJECTS- l_cads of ships 
I Irom Ihe top TV series. 



Qssmt. 

I Used In cor)uncIlon with Imaoine 2,0 
I for the jlllmaie irnaglne lutorial and 
Irefemnr^ guide. Every single furcilon 
lis dalaiied In great depth. Essential, 
IdISK REFERENCE: 
|U476-U477<2 DISKS) 



\)^' 



0£/ms 



D22S BEAUTY PACK 1 - Caliecdon of Ihe best Intro's around. 

Intro's ate mini demos. 

D229 BEAUTY PACK 2- Iriore great intro'e for demo coltectorG. 

D230 BEAUTY PACK 3 - Another well presented pack of Inlm's 

D231 BEAUTY PACK 4 - The last in Ihe series of Intro's from the 

t^ euro eroding groups. 

D232 BAD ZOOM - Rubbish visuals but lunky music track. I like HI 

□233 TRACKERS 24! - Gtaal follow up to the orlfllnal ground 

breaker, if you only have 2 meg, disable ail external drives (inc, 

HD'e), WB 3 0. ONLY. 

□234 VTTAL - F^rom up and coming coding group. Mystic, WB 3.0+ 

ONLY. 

□235-D237 |3 tliSKS) MAXIMUM OVERDRIVE II - One 

impressive RAQE production. If you remember Maximum Overdrive 

you'll have an idea of what lo eipect. This ts 1 (Xi times better, WB 

3,0+ OMLV 

□238 BAZZA & HUffT - A must get demo. Raai coot. WB 3 0- 

ONLY 

tM39 BALLABORfiTRO - Wk;ked reve demo, WB 3.0+ ONLY, 

D240DZ41 (2DISKS) ARTIFICE -From the veteran coders, 

TRSI. Surprisingly their first AGA demo. Wow, WB 3 0^ OMLY. 

DZ42'D243 |2 DISKS) 1I4FECT - Works best with some eictra last 

memory added.Get ready the be Impressed. WB 3.0- ONLY. 

MISeSWAMPTHING-lulixol tha chart single. WB 3 0- ONLY 

D217 POLKA BROTHERS "QEVALIA- - Great new demo. 

D219-D320 (2 DISKS) ARTIRCIAL PARADISE - More spectacular 

etfeots, WB 3 0- ONLY 

D221-D222 (2 disks; LETHAL DOSE Z - Don't miss this amaUng 

demo.WBSOi ONLY 

D223-D224 (2 DISKS) SWrTCHBACK - From Retwts. Some 

amazing routines, especially Ihe rciler coaster. WS 3 0+ ONLY 

D22e GIMME ALCOHOL - What we call In the trade a dentro, a 

demo/imro ramPlnation. WB 3 D. ONLY 

D327 JAMMIN - Good use of Ihe AGA In producing colourful 

pattern effects. WB i Ui ONLY 

D1BB-01B9 (a DiSKSlBIO TIME SEHULALITV - Still popular. WB 

3 +ONI.Y. 

D174-^17E (2 DISKS) NINE FIBERS - Spaceballs ground 

broaldng demo. 

S156-S15B(3D1SKS) BODY SHOPS- Glamour siideshow, 

WB 3,0* ONLY. 

S1£e-S161 (3 DISKS) CLAUDIA SCHIFFERM- Glamour 

Biideshow. WB 3.0t OTJLY, 

S137-S139 (3 DISKS) GIRLS GIRLS GIRLS - Glamour slletsshow, 

WB 3,0+ ONLY, 

S140-S14Z (3 DISKS) CLAUDIA SCHtFFER SUDESHOW. THE 

WORKS • The super model WB 3,0+ ONLY 

S143-S145 (3 DISKS) ELLE Mcpherson suoeshow, the 

WORKS -Another super model. WB 3 0+ ONLY, 

S146-S14fl {3 DISKS) CINDY CRAWFORD SUDESHOW, THE 

WORKS - Blchara Gere s ml5sus,WB 3.0* ONLY, 

S149-S150 (.2 DISKS) FANATICS GUIDE TO CIMIPUTEBS 

Comic slides showing you what happens when obsessive usi 

that little bit too tar. Very funny. 

S151 LINGERIE 1 ■ Models In lingerie. WB 3,0+ ONLY. 

SI 52 UNQERIE Z - More of the same WB 3,0+ ONLY, 

Sias UNQERIE 3 - More of the same. WB 3,0+ ONLY. 

5154 LINGERIE 4 - More ol the same. WB 3,0+ ONLY, 

5155 LINGERIE 5 - More ol the same. WB 3,0+ ONLY, 
S134-S13e NLP RENDEHSHOW - Captivating raytracsd 
Scl Fi pictures. Reviewed In last months Amiga Format, 

WB a.rn ONLY, 

8-121 BEACH BABES 1 - Swim suits and bikinis.WB 3.0+ ONLY, 

S1E2 BEACH BABES 2 - More cf Ihe same, WB 3.0i ONLY. 

5123 BEACH BABES 3 - More cf Ihe same. IWB 3.0+ IDNLY, 

5124 BEACH BABES 4 ■ Wore of the Same. WB 3.0. ONLY, 

5125 BEACH BABES S - Wore of the same, WB 3.0+ ONLY 

S1 19 EHIKA ELENIAK ■ E> ■ Bay Waldi beauty, WB 3.0+ ONLY 
S1B0 UNPLEASANT WAYS TO PIE - Uneipected ways to lop 
yoursell. Sick and lunny, 

• A*//mATfOMS 

M19-k\9& (8 DISKS) TRIP IN A VEIN - Microcosm style fllflht 
through a vein Willi a space cralt, 71 amazing frames of animation. 
Revlawad In the November issue ot Amiga Fonnat. 
6 megabytes cf memory required, WB 3,0+ ONLY 



GROUND ZERO SOFTWARE (AS) 
4 CHANDOS ROAD 
REDLANO 
1 BRISTOL. BS6 6PE 
ENGLAND 

TELEPHONE: 0272 741462 
(9am-6.00pm MONDAY TO FRIDAY) 



go 



^ ROMA 

WEIRD SCIENCE CUPART 

Over 26.000 Amiga and PC compatible cllpart files. Bilmap IFFs, 

Coloured iFF's, Praclips, Pagestream and Pagesaller, EPS S IMG. 

PRICE: C9.95 + E1 00 PSP. 

ASSASSINS GAMES 

The complete Assassins games disk from 1-ZOO, TWs comas lo 

650+ great games. PRICE: E17.95 + El .00 PBP 

AMDS PD LIBRARY 

The entire range ol official Amos PD software titles, 1.600 source 

code liios, BOOgeme sound, 100 sprits banks, and nrare. For all 

Amos fans everywhere. PRICE: 17.95 +E1.00 PSP. 

AMINET4 

Games. Utiiilles, music modules, Demos. Pictures. Just everything 

Amiga All downloaded from the Aminet. All the liles some cf Ihe 

latest PD around. PRICE: £17.95 + £1.00 PSP 

HOTTEST 4 

The latest Mega demos, games, utilHiss, Eildesbows, animaticns. 

educaiion, AGA titles, IFF pics, sund samplas, music 

modules, ETC., PRICE: E17,95 . El .00 PSP 

AMIGA HAYTRACER 

1 0DD'S of objects for ralracihfl. Every ImaginatSe object is here I 

PRICE. E17.95 + £1.00 PSP 

GOLD RSH DOUBLE CD 

The fabulous Fred Fish coiiaclion on 2 GO'S, Over 1000 disks 

full Dlssrlous and tesulreiiiles. PRICE: £26.95 + £1.00 PSP 

LOCK AND LOAD 

Atjout fODO classic Public Domain games. Hours, days, weeks. 

mcnibes ol pure enlertalnment. PRICE: ei7.9S + E1.00 PSP 

PRO GIFS 

256 colour scanned GIfs, Covers subjocB Ilka abstract an, birds. 

cartoons, frogs and young women in swimsufls. Over 5000 

lmages.PHICE:E17.BS + El,00PaP 

SOUNDS TERRIFIC 

2 jam packed CD's full of great sound samplee and modules. 

PRICE:E'7.95-i-E1.O0PfiP 

WEIRD SCIENCE FONTS 

900 directones containing IS.BOO titos. Bitmap fonts, 

compugraphics fonts, Postscrpl and Tnjo Type and Pagastream 8 

ProDraw outlines tents, and much more. 

PRICE: E9.95 + E1 .00 PSP 



■To Older Public Ctonum soFiwnrc. simply seiH) your oome. addrcu 
(WRITTEN CLEARLY! and your order deiails. Eg. Dislacode numbcnl 
Bndlitlcnojnc&.'RcnieiiiticrThalpricesarcpcrdisl^^aor peiiide, Takcl 
ponicuiar notice wiUi multiple dislc liU». -UK Poslagcandpicbogill 
75pcDvcrsanyonlEr size. -For derailed prDgnunme dcficriptim& DDtbeGel 
and tboiuands of mate PD tiiles. check out oar caiaJogue ditk&. 
SORRY WE DO NOT ACCEPT CREDIT CAHD ORDERS. 



PUBLIC DOMAIN PRICE LIST 

PRICE PER PD DISK E1 .00 

CATALOGUE DISK VOLl ... £0.75 
CATALOGUE DISK VOL.2 ... £0.75 
POSTAGE & PACKING £0.75 

Overseas orders. Use the above prices, then 

aidd 20% of that total, to cover the extra 

postage costs. Thank you. 

PLEASE MAKE ALL CHEQUES / POSTAL 

ORDERS IN STEELING PAYABLE TO 

RROIJND ZERO SOFTWARE 



^mo£(>iAt/eoi/s 

T7e THE CHARTS ISSUE HI 3 - The demo citarls and general disK 

magaiine with many articies. Very well presented, 

T77-T7e iS DISKS! UtOVIE GUIDE (IBM) V2.M - Massive 

database on movlas for film buffs. Hard drive Inslallalion only. NOT 

NOTWB 1,3, 

T79-T80 (a DISKS) CHEAT LISTER V3.05 . The latflest compiiallon 

of game cleats and lips you'll probably aver find 800 games 

covered NOTWB 1,3. 

T71 DEADLOCK B - The SCENE dia« magazine Kewl. 

T72 UPSTREAM 3 ■ Ano1t>Br top Scene magazine with loads of up 

Ic dale news and more. 

T74-T75 12 DISKS) GRAPEVINE » - Needs no Inlioduotlon. The 

latest issue ol tha most sen afier Amiga disk mag aroimd. 

T67-T68 (? DISKS) LUCIFER'S BOOK OF SHADES - 

Sacrels Irom Irte occult. OVEn 1 B'S ONLY. 

TSg LUCIFER'S WICKED QRIMOIRE - liAare Information 

and praciicss of the cccjll. OVER IB'S ONLV. 

T36 ALIENS CONFIDENTIAL - Loads ol (true?) stories from 

und liiB globe on AlionG and UFO's.More of the same. 
T28 DREAMS FOR AN AI4GEL - Reveals the signicance ol 
ctijecls, coiourg, animals, elc in your dreams. 

T81 ALIENS CONFIDENTIAL 2 - Compiled 
by us. The long awaited follow up. Fascina- 
ting true to life UFO related material. 

ES7 NKjHT math ATTACK . Slioot-em-up maths game. 

EOS KIDS DISK 5 - Educational games for tiids tiy D.Mci^. 

E96 KiDS DiSK 6 - More eiCBllsnl gamas for |unicrs. 

E80 DYNAMIC SKIES ■ Powerful astmnomy programme 

E71 CHILDRENS FAVOURfTES 1 - Nursaty rtiymes. 

E53 CHILDRENS FAVOURITES Z - More nursery rhymes 

EEO CODE MUNGUS . Tests your Highway Code 

knowledge 

E59 STARVtEW - Plots the positions of the siars and planols. 

E60 PRO ASTROLOGY - An aid for hoiOBCOpe predicUors. 

£01 ANIMAL LAND -Farm yard chlidrens game. NOTWB 1.3 

E44 THE MATHS ADVENTURE ■ Mains problems adventure game. 

Em STEAM ENGINE ANIMATION - Detailed cross section anim, 

E37 FOUR STROKE PETROL ENGINE . Cross section animalton. 

Eaz TUBOFAN 9i TURBO JET ENGINES - Aeroplane engines. 

E55 COMMUNICATE - TeacHes you Ktorsa code, Bralle, Hags, 

sign language etc . 

£71 EASY SPELL II - Spelling game. NOT WB1J3 

sffM0fettPA0r 

LJ534-U53E (3 DISKS) AIRCRAFT CUPART. 

U537-(153S (3 DISKS) WEDDING CLIPAHT. 

U540-U542 (3 DISKS) SPORTS CLIPART. 

U543.US47 (5 DISKS) CHRISTMAS CLIPART 

L1548'L1549 [2 DISKS) WOMEN CLIPART. 

U550 CAR CLIPAHT. 

U551-U552 (2 DISKS) BUSINESS S OFRCE CLIPART. 

U553 FAMOUS PEOPLE CUPART. 

U55a-U555 (3 DISKS) CHILDREN CUPART. 

U&5S BUILDING CUPART. 

U557-U560 (-1 DISKS) POWERPOINTS CUPART . Banners, 

stars, pointers. Cllpart lo highlight or mahe a poirrt, get noticed. 

USS1 MEN CUPART. 

U562.U563 (J DISKS) CARTOON CLIPART, 

U564 FLOWERS h PLANTS CLIPART, 

U56S-U5B6 (2 DISKS) ZODIAC SIGNS CUPART, 

USG7 ANIMAL ANTICS CLIPART. 

U50B MONSTERS CUPART. 

U5G9 CATS CUPART. 

U570 SCHOOL CUPART. 

U571 AQUATIC CUPART. 

U3a6-U368 (3 DISKS) WILDUFE CUPART, 

U356-U365 (10 DISKStMIUTAHY CUPART 

U100 TEDDY BEAR CLIPART. 

U5B4 SCENARY CUPART, 

UB8S TOURIST LOCATIONS CUPART, 

U566 PROFESSIONS CLIPART. 

U5e7 SCIENCE FICItON«PACE CUPART. 




HARD DISK TOOLS V2 

Compiled by the M.A.I I. FI 
Tha very bast Hard Disi! tools: 
Clld^able menus. Repairers, 
[rstaiiers, Bacluip programines, and 
mora. CONTAINS: 
HD Click v2.GD. MR Backup, 
ABackup v4,DG. HD Mem vTO, 
Superlock, HD installer 

vl.04, AF Copy. AND MANY OTHERSl 
DISK REF: U501-U503 (3 DISKS) 
NOT WD I J COfulPATIBLE 



i:OMMS CONNECTED 

A mighty collection of comms 
programtnes for new users on 
B idisks: 

Ncomm v3.0. 

Terminus 3.Dd. 
Term 4.1a, 
Guide To Comms. 
Internet Guide. 
Trapdoor. And much more. 
DISK BEFS: U572-578. 

HOT W8 1,3 COMPATIBLE 



VIRUS EXTERMINATORS VI 

Compiled l)y \\\9 N.A.U.G 

All the best and best virus 
killers on 2 disks. Contains: 
Virus Checker v6.43. 
Boot X VS.23B (with lates! 
v2, 18 Brain file). 
Virus Workshop v3.90. 
Virus Z II V1.90. 
DISK REFS: U499-U500. 
NOT WB 1 ,3 COMPATIBLE 
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CANNON 



SYSTEM 



TITLES 



te.B MILLION COLOURS 

• 4LSO PLAvs -ayo/o CDs 

• 11 BUTTON 
CONTROLLER 

• TITLES AVAILABLE 
FROM £14.99 

OPTIONAL SX1 
COMPUTER MODULE 

;ee 861.0* left 

OPTIONAL FULL SCREEN 
VIDEO CD MODULE 




MICROCOSM 



PLUS *-«=-- 



OSCAR 




"■-"MATriMY^LO^ 



PACK INCLUDES: 

CD^ GAMES CONSOLE hup £249.99 

CANNON FODDER , rrp £29.99 

DIGGERS , .,.„..,nHP £29.99 

LIBERATION hrp £34.99 

MICROCOSM RHP £44.99 

OSCAR -„-.,-,-, RRP £29.99 

PROJECT X - RRP £12.99 

ULTIMATE BODY BLOWS rrp £29.99 
'^°^^"P TOTAL value: £462.92 

£239 

INCLUDING VAT -CCD 3450 

FREE DELIVERY 



IN UK MAINLAND 



S PHILIPS 

COLOUR MONITOR 

Sharpen your output 

with this high qualify 

14" RGB & Composite, 

Stereo Monilor 

MOM 3833- Reg. cahJB CAB S22i £5 35 
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THE SILICA 

SERVICE 



r'crto 



Before you decide WHEN to buy, we 
suggest you consider WHERE lo buy 
and protect your irveslmenl wilh a purchase Irom 
Silica. With our unrivalled experience and expertise, 
we will provide all Ihe anlra help, advice and new 
producl iniormatlon yaii may need both now and Ir the 
future. Visit one o( our stores, or lelum this coupon 
now and begin to experience the "Silica Service". 




D EB E 
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AMS 



STORES NATIOMWme 



• ESTABLISHED IS YEARS: 

We liave a proven track reconi in prolessional 
computer sates. 

• PART OF A £50M A YEAR COMPANY: 
Wllh ouar 300 staff - We aro solid anii rBllablB. 

• EXPERIENCED STAFF: 

All are 'Cuslo met Care' [rained and at yo»f service, 

• TECHNICAL SUPPORT HBLPUNE: 
FREE help and advice from a team ol expans. 

• A FULL PRODUCT RANGE: 

All your computer reauiremenis from one supplier. 

• PRICE MATCH: 

We mati:h nn a "Same proiluci - Same price" basis. 

• FREE CATALOGUES: 

Willi sfjeclal offers and product news. 

• PAYMENT: 

We accept most ma|ar credit cards, cash, cheque or 
nionlhly lerms inpn es a% - '/nttrn quoim nn ronuciil, 

• VOLUME DISCOUNTS AVAILABLE: 

Business, Educalton and Govemmant 
Tel: 0B1-3aa DBSa. 

• MAIL ORDER: 

FREE DELIUERV in UK Mainland on orders aver 
E40-VAI, Small administration charge (E2.50.VAr) 
on orders under C4t).i;At. 

• STORES NATIONWIDE: 

21 stores including 18 in branches of Debenliams, 



'!:1H=M1I 



PLUS TECHN CAL AND HEAD OFF CE 



SiLicn. Silica HausE, Hathe hues' Road, Sidclip. Keijt. DA1J4DX 
PLUS BRANCHES AT: 

BfllSTOL Dcbontiains-nrnFtoi.SlJiirres Barton 0272 291021 



CARDIFF 



□eiienli a iTis-iisiriwi El. David's Way 0ZZ2341576 



C HELMSFORD Debenliams - i?ni iimii. 27 Hijli Slreel 02JS 35SS11 



CRDYDDH Debenliains - i;r.iir«ii|. 11-31 Horll i End 081-688 4455 
GLASGOW^ Detie nnanis -lam flnnd, 97 AmvJE Sin-t:! 041-221 0D8B 
GUILDFORb' |]ebeiihaitis-(3riiFioDr). Millbroeh 0483 301300 



HARROW DebearianiSMaiito'l. SiglionRoad 061-427 4300 



HULL 



IPSWICH 



Debeiliaiiis - (?m pumI. Pro spect Street 



LONDON 



Dehenhanis ■ i?iij fimii. Westnale Slreel 



0482 25151 

0473 221313 



Silica 



-SZTctlEaliamCiJiinRoad 071-580 4000 



Oebenbams 
bebeiihams ■ 



iiKfoori At ndaie Centre 



071-5aD_30Jfl 
0582 21201 



MANCHESTER Debentiams-lim Ficoi) MarhelStrcel 061-632 8666 



Date all ams ■ 
OebEaliarrs ■ 



j3ij_rij')i!. Royal Paia_ile_ 0752 2BBB6S 

m FkiMi; Market Place 0703 766006 



SHEFFIELD 
SHEFFIELD 



Jleheaiiaais -Uin nDDn TheMoor 07427666 11 

Debeiiliaiii's ■ iLGraundj, Mearinwtiati Ctre 0742 S69779 



Silica 



3 HoiiiiB, HalHeticv Rtt 



BIDCUP 

S OUTHAM PTOHOabenliMra-iisiFM OtiEensway 

SOUTHEND Keddies -iinU Bwl, HiBflSlreei" 



081 -302 sail 
0703223BB8 
0702 46Z426 



THURROCK Debeiiiiams - nu riwii). Lateidt; Centre 0708 863587 



To Silica, AMSHP-0295-231, Silica House, Haltieiley W. SidcuB, Kent, DA14 4DX 

ijij-^'i*ij!iiii'iiiiiii'i>:WM?iii;Wi'iiirfitiia 



Mr/Mrs/Miss/Ms: Initials: 

Surname: 

Company iit nppucabiB}! 

Address: 



Postcode: 

Tel (HorTie): 

Tel (Work): 

Wfijch compLiler(s), If any, do you own? 



Z31BJ 



E£OE - AdLTfiilisBd prlL» fliid spedfisilau may ctdnga - PIsdfl jaturn Itv coupv tv the laled ink^^ 
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33 Ormskirk Rd, 

Preston, Lanes, 

PR1 2QP 

Ladbroke Computing 
Intemalionat are one of iha 
tongesl esiablished home compuler dealBre in 
(tie U.K. Wa liave developed an ejitenslva 
cuslomer service policy which involves testing 
of all hardware phot to daspaloh to ensure that 
floods arrive in working order, offering tree 
advice arid support over the phone and 
keeping cusloriiers informBd, Although our 
prices ere not always the cheapest we do 
endeavour to oifer consislently good service 
and backup. 

All prioes/spaclfica lions are carrec! at copy 
date 1/12/94 (while slocks last), and are 
sub|ecl to change without prior notice. All 
prices include VAT but exclude delivery, 

How to Pay 

You can order by mall Cheques/Postal Orders 
made payable to Ladbroke Computing, Or give 
your credit card details over the phone. 

Delivery 

Postal delivery is available on small Heme 
under £40 (Normally £3, phone for details). 
Add £7 for courier deiivery. Next working day 
delivery on mainland UK subject to stock (E20 
\Qi Saturday delivery). 

Open lUton-Sal 9.30am to 5,00pm. 

l.adbroks Computing Lid trading as Ladbroke 

Computing International, 

Fax:(0772)561071 
Tel: 9am-5.30pm (5 Une$ 
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Star 

Star LC100 Colour £119.99 

Star LC24/100 Mono £169.00 

Star LC24/30 Colour £209.99 

• Built in 55 sheet feeider 

• 24 Pin Colour 

StarJet SJ48 Bubblejet £210.00 
StarSJ144 £299.99 

• Thermal max transfer colour 
printer 

• 144 element head 

• Glossy colour output 

• 360 dpi resolution 

Citizen 

Citizen Swift 240 Colour £250.00 

Citizen ABC 24 pin Col. £179.99 

Hewlett Packard 

HP Deskjet 520 £259.99 

HP Deskjet 320 £239.99 

Lasers 

Ricoh LP1200 £549.99 

Panasonic KX-P4400 

Laser £499.99 

Seikosha 0P1 04 £479.99 

Add £3 for Centronics cable 

and £7 for next working day 

courier delivery. 
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• Quantum SCSI Hard drive 

• Ultra fast 1 1 ms access 

• Up to 8Mb RAM on board 

SPECIAL OFFER 

260MB NO RAM 

£299.99 



2 xlMbSimm's 
4 X 1Mb Simm's 



£42.99 
£82.99 



<j„ulator 



• 16MHz 286 PC Emulator 

• Norton rating 15 

• Plugs into GVP II HD 

GVP PC-286 Emulator £89.00 




• Video processor provides real 
time software control of brightness, 
contrast, saturation, hue, 
sharpness, filtering, gain etc. 

• Audio processor with two audio 
inputs, software switchable or 
mixable, with software control of 
Volume, Bass and Treble effects. 

G-Lock Genlock £284.00 

Rendale 8802 Genlock £149.99 
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• 14,400 Baud 

• Fully BT approved 

• 5 years warranty 

ONLY El 39.99 



f0Ck9 



A600 HD Epic Pack 



£229.99 



A1200 Race & Chase £279.99 

Includes A1200 with 2Mb RAM. 
Trolls and Nigel Mansell 

A1 200 Computer Combat Pack £349.99 
Includes A1200 with 2Mb RAM, 
Digits Wordworth, Digita Print 
Manager, Personal Paint 4, Total 
Carnage, Zool 2, Brian The Lion. 

Amiga CD32 £299.00 

2Mb RAM. Dual Speed CD ROM. 
Multi session, plays music CD's, 
256000 colours on screen, includes 
2 games Oscar and Diggers. 
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• 290dpi resolution 

• 2 Microswitched buttons 

• Opto/Mechanical mechanism 

• Switchable between Amiga/ST 

• Direct Mouse Replacement 



£8.99 



rrm 
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• 880K formatted capacity 

• Double sided. Double density 

• Through port 

Zydec Drive £54.99 

A500/600 Internal Drives Phone 




"SPECIAL LIMITED 
OFFER" 

A500 51 2K upgrade 

£10.99 

A500+ 1Mb upgrade 

£14.99 

A600 1Mb no clock 

£24.99 

Plugs straight into A600 trap door 
compatible with A600, A600HD 
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• 40MHz 68030 accelerator 

• Makesyour Amiga 1200 run 
over 7 times quicker. 

• Allows up to 32Mb RAM 

• Optional FPU 



A1230/4Mb/No FPU 
A1230/4Mb/68882FPU 



£429.00 
£529.00 
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Microvitec1438 £289.99 

The Microvitec 1438 is a multisync 
monitor compatible with 
A500/A600/A1 200/A4000. 



.31 DP Colour SVGA 



£199.99 



Colour SVGA Monitor £209.99 

High quality Colour SVGA Monitor 
.28 dot pitch. 

A1200 VGA adaptor £9.99 

Falcon VGA Adaptor £9.99 

Philips SCART to Amiga £9.99 

8833 MKII to Amiga £9.99 



• 16MHz 32 bit 68030 Central 

Processor, 16MHz Blitter, 
32MHz 56001 Digital Signal 
Processor 

• 1.44Mb 3.5" Floppy, up to 14Mb 
RAM. Displays 65536 colours 
from 262144 palette 

• 8 Channel, 16 bit, high quality 
Stereo sound sampling 

FALCON 1Mb No HD 
FALCON 4Mb No HD 
FALCON 4Mb 64Mb HD 
FALCON 4Mb 127Mb HD 
FALCON 4Mb 209Mb HD 
Falcon Screen Blaster 

Phone for availability 




Our Service department can repair 
Amiga's in minimum time at competitive 
rates. We can arrange for courier pickup 
and return delivery of your machine to 
ensure it's safety. We even have a 
same day service which will ensure your 
machine is given priority and subject to 
fault, completed the same day. We offer 
a Quotation service for £1 5 for which we 
will examine your machine and report 
back with an exact price for repair. If 
you do not wish to go ahead with the 
repairs then just pay the £1 5. However if 
you do go ahead then the charge Is 
incHjded in the minimum charge. Please 
note: The minimum charge covers 
labour, parts are extra. 

Quotation service £15.00 

Min repair charge £35.25 

Courier Pickup £11.00 

Courier Return £7.00 

Same day service £15.00 
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C PROGRAMMING 

Toby Simpson is bacic and iti time to start 
y^orlcing on your C programming sicills again. 



We've had a little break from C 
Programming, but we are now back 
after tiie Christmas break, broke, and 
wanting something cheap to do with our 
evenings. Amazingly, this is Just how programming 
your Amiga can help you. if you've twen following 
the past few Instalments, you'll know that we're 
currently in the process of knocking up a really 
useful utility to allow you to find flies on disks, or 
hard disks. You know how it is, after a year of 
using your hard disk, there are thousands of flies 
ail over the place, and you're looking for one and 
you can't quite remember Its name. But you 
remember bits of It. You could delve into the 
complex syntax of the CLI program "SEARCH", or 
alternatively you can use our shiny GUI based 
Finder with ARexx. OK, so we haven't implemented 
the ARexx yet - that's for next month. 

Last time, we put a basic GUI (Graphic User 
Interface) into the Rnder. It wasn't much of a user 
Interface, there were three buttons which you 



could not press, and one list-view gadget which 
showed all the matches that popped up. Our 
goal this month is to make all those buttons 
work, and add a couple of string gadgets so that 
the user can type in the search directory and 
match pattern. 

As with last month, this program is designed 
to make use of the features which Commodore 
added to the operating system from Kickstart 2. If 
you have Kickstart 1.3 or below, then to be 
honest, you should upgrade to at least 2.1, 
preferably 3.1. These new features have over 
halved the size this Rnder program would have 
had to have been otherwise. 

NEW THINGS 

The major new thing which has gone into the 
program is the Event Handler. The Event Handler is 
a central point in our program which controls all 
the other bits. In our case, it is receiving 
information about which buttons have been 



pressed on the window, and then calling the 
appropriate functions to make the required 
action happen. 

On the Amiga, when you open a window, you 
can specify a list of events which are of particular 
interest to you, such as when the user clicks on 
the close gadget of the window, for example. 
These are called IDCMP events. There are a whole 
bunch of them, ranging from the Closewindow one, 
to "A disk has been inserted", or "The user re- 
sized your window". 

We are interested in a couple, in particular. 
We want to know when the user presses on one of 
our buttons, or clicks on the close gadget. If you 
specify a list of IDCMP events when a window is 
opened, intuition creates a message port for you. 
When one of the events you have asked to hear 
about actually occurs, intuition delivers a message 
at the port. You can then pick this up, look at what 
it is and act accordingly. Let's have a look at the 
basic event handler in the Rnder program: 

while ( I quitjrogram) 
( 

/• 

** Halt for HeBsage to Arrive: 
*/ 

Hait{lL << finder_window->OBarPorC- *" 
>inp_SigBitJ ; 
/* 
** Loqp tbrougb processing events: 
•/ 
while (iaiBff - GT_QetIKso(finder_ ■•■ 



HOW TO USE THE U5TING5 



Only certain parts of the original program have 
changed, functions which have changed 
dramatically are re-listed. Replace the copies of 
the appropriate functions you have with the new 
ones, and you should be in business. As well as 
a couple of replacements, there is an all-new 
function for handling window events, and some 
other minor changes. 

If you get into a pickle, next month we have 
the whole listing, and the current listing is also 
available in the amigashopper conference on CiX. 

The replacement main() function: 

•* void main (void) 
■■ 

**Main program entry function. 



V 



voidmain{int argo, char *argv[]) 

char search_dirf64] ,- 
char Bearch_Btringl64] ; 



**Title us and parse arguments) 

*/ 

printf ("%s\n", FINDEB_VERSIOU) ; 

if (argc 1= 3) 

t 

printf( "Argument count incorrect : \o" 
"Usage; FINDER path •" 
inatchpattern\n" ) i 

return; 

) 

Btrcpy(aearch_dir, *++argv) ; 
Btrcpy(Bearch_Btring, *++argv) j 

/* 
**Open any libraries we might want: 
*/ 

if ( I (intuitionBase o w 
OpenLibraryC'intuition, library", 37L) ) ) 

{ 

printf ("Can't open intuition library ' 
V37\n"); 

cleanexit (RBTDRH_PAIL) ) 



} 
if ( ! (OadToolsBase = 
OpenLlbrary("gadtoolB. library", 37L) ) ) 
{ 

printf ("Can't open gadtools. library ■•■ 
V37\n") J 

cleanexit (RETDHH_FAIL) j 
} 

if ( 1 { OpenQDI ( search_dir, •" 
Bearch_Btring) } ) 
{ 

printf ("Unable to open window\n"); 
cleanexit (RHTDRH_FAIL) f 
) 

/* 
**Call window Event Handler; 
•/ 

EvantLoop ( 8earch_dir, Bearch_string) ; ■•■ 
cleanexit (0); /• Exit with no*" 
error code •/ 
} 

The replacement OpenQOlO function: 

** BOOL OpenGDK char *in_Drawer, char 
•in_Search) 

** Opens the QUI consionents for our program." 

This means opening the 

**windoH with gadgets on it. Returns TRUE v 

for BuccQsa, FALSE for a 

••failure. 

•/ 

BOOL OpenQUI (char *in_Drawer, char*" 
•in_Search) 
{ 

struct Screen •screen; 

void *vi; 

long gadget_count = ; 

long win_width, win_height, win_x, win_y; 

long button_width, button_height , '•' 
button_Btart; 

long liBt_width, liBt_height, list_start; 

long string_Btart, string_width; 

long window_top, window_inneri 

int count = 0; 

struct MewOadget ng; 
/* 

••Get public screen Information and *" 
viBual info: 



if ([(screen = LockPubScreen(IIULL))) 
{ 

printf ("Unable to locJt default public *■ 
screen. \n"}) 

return FALSE; 
} 
if { I <vi = GetViBualInfo(screen, •" 
TAG_DONE) ) f 

{ 

printf ("Unable to get visual "•" 
inf ormation\n" ) ; 
return FALSE; 
} 

/• 
••Knock up some sensible window dimensions: 
•/ 

win_width = Bcreen->width / 3; 
win„height = screen- >Height / 2; 
if (win_width < MIN_WIDTH) win_wiatb =•" 
MIN_WIDTH; 

if (win^height < MIH_HEIQHT) win_height •■ 
= MIN_HEIGHT; 

win_x = (Bcreen->Width / 2} - *" 
(win_width / 2); 

win_y = {Bcreen->Height / 2) - •" 
(win_height / 2); 
/* 
••Open the window we are going to use: 
•/ 

If (I (finder_window = OpenWindowTagB(NULL, 
WA_Title, "Finder", 

WA_Left, win_x, 

WA_Top, win_y, 

WA_Width, wln_width, 

WAJeight , win_height , 

WA_RMBTrap, TRUE, 

WA_KBwLookMenUB, TRUE, 
WA_Activate, TRUE, 
WA_CloseGadget , TRUE, 
WA_DeDthGadget , TRUE , 
WA_DragBar, TRUE, 

WA_IDCHP, iriCMP_REFRESHWINDOW I 

IDCMP_CLOSEWINDOW I 
LISTVIBWIDCMP I 
IDCMP_GADGETUP I 
BUTTONIDCMP I 
IDCMP_VAHILLAKETf I 
IDCKP_RAKKEY, 
TAG^SND) ) ) 
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contains special replacement functions for 
GetMsgO and ReplyMsgO which deal with the 
gadtools. library functions. 

That's pretty much all there is to it. The listing 
is pretty self explanatory after you know this. 
We're looking for three message types, 
IDCMP_CLOSEWINDOW, IDCMP_GADGETUP and 
IDCMP_REFRESHWINDOW, the latter of which is 
simple to deal with in our case - we just call a 
couple of functions in the gadtools. library to 
perform the refresh operation for us. 

You'll note that we have moved the search 
code from the main() function into the EventLoop. 
The program still requires an initial path and 
search string to be passed in from the CLI, and 
those are used to set the initial two values in our 
new string gadgets. Pressing the FIND button on 
the window will cause the search code to be run. 

We've also moved the listview handling stuff 
into the EventLoop, so that we can clear and re- 
start the list if the user wishes to do more than 
one search. Note how straight forward it was to 
add new gadgets to our window. If we were feeling 
particularly clever, we could do all of our gadget 
creation in one loop and have a shorter, easier to 
maintain array of simple information for the 
gadgets we wanted (eg, type, width, height, and so 
forth), but for windows of the complexity we are 
using, it is not necessary to go the additional work 
of writing such a routine. (If there's enough 



demand, we could knock up a decent requester 
generator in a future C programming article as a 
programming exercise, write to me at the AS 
address if you're interested.) 

We certainly have not covered everything, 
you'll note that none of the keyboard short-cuts 
are working this month. To act on these, we need 
to receive and process an additional IDCMP 
message, IDCMP_VANILLAKEY -which gives us 
access to the ASCII codes of any key which is 
pressed by the user while our window was 
selected. We'll add that one in next month, and 
finally remove the dependency on the CLI for good 
(but certainly retain the option). 

You'll see that because we kept the program 
nice and neat and modularised, we have been able 
to use one of the functions for something it was 
never intended to be used for: 

apcintf (work.atring, "Searching '%a' *" 
for '%b'", Bearcli_dir, search_Btriiig) ; 
NotifyFind(work_Btring) ; 

Our NotifyRndO function is used to show the 
user each match we have found for their search in 
the listview gadget. Since this simply takes a 
string parameter and adds it to the screen list, we 
can use it to output other stuff. In the above case, 
we prepare a string showing what is been 
searched for, and where, and use NotifyFindO to 
put that on the display. We also add a line to the 
end showing how many matches were found. This 



way the list is neater, as the user can see what 
was been searched for, and get a count of 
matches at the of the list. 

USING THE LISTING 

The listing has been tested under both SAS/C and 
DICE, In order to use the listing with DICE you will 
need a reasonably recent version, such as that 
which is provided with Amiga Shopper's "Complete 
Amiga C" book. In addition to a compiler, you'li 
need the source code from last time around. The 
listing is getting pretty large now, so we're not 
able to print the whole thing and fit an article in as 
well this month! Next month, however, the 
complete current listing will be on the coverdisks. 

As well as a full current listing for our finder 
program, we will be looking into ARexx, and how 
we can add it into our application. The idea is, to 
allow ARexx to set the search directory and match 
pattern for us. This provides us with some really 
cool options, for example: An ARexx script to get a 
list of all drives and then search every one of your 
hard disk partitions for a match, would only be a 
few lines long. 

This is what makes ARexx so useful to us, it 
allows users to self-expand application programs 
you have written to do the jobs they want it to. 
Well, with that to mull over, I'm off, but tune in 
next month for the next thrilling, gripping 
instalment of The C programming Course) f^ 




while (imeg = GT_GetIMHg(finaer_window-* 
>DBerPort)) 
{ 

gad = (struct Gadget *) imsg->IAddresB; 
switcIi<i]nsg->ClaBs) 
( 

/* 

**Wiiidow Refresh Case: 
*/ 
case IDCMP_HEPHESHWINDOW! 

GT_BeginHefreah(f inder_window) ; 
GT_EndRefEesh(f iiider_wiodow, TRUE) ; 
break; 
/• 
**User clicked on close gadget: 
*/ 

caee IDCMP_CLOSEWINDOW: 
(Iuit__prograin = TRDE; 
break; 



**Button Press: 
*/ 

case IDCHP_GADGETDP : 
swt toh ( gad- >Gadget ID ) 
( 
caae GID_QUIT: 

guitjrograiB = TSDBj 
break; 

case GID_FI1ID: 
/* 

** Re-Initialise List: 
*/ 

while (node s*" 
RemHead(&f ind_list) ) 
< 

free(node->ln_Nanie) ; 
free(node}; 
) 
HawLiBt(&find_list) ; 

GT_setGadgetattrB (gadget.liat IGID_LIST] , 
fiiider_wliidciiir, NULL, 

GTLV_Labels, NULL, 
TAG.DONE); 
filea.matohed = 0; 



Motif yPind ( " " 1 ; 

Btrcpy(Bearch_dir, ( (struct*" 
Stringlnfo •)sg_Drawer->Speciallnfo)->Bufferl ; 

Btrcpy(aearch_string, { (struct*" 
Stringlnfo *)ag_Search->SpecialInfo) ->Buf fer) ; 

aprintf (work_string, *" 
"Searching '%s' for '%e'", aearch_dir,*' 
Bearch_string) ; 

NDtifyFind(work_Btring) ; 
/* 

**Pre-ParBe the AmigaDOS •" 
search pattern: 



ParaePattemNoCase(search_Btring, 
Bearch_pattern, 127) ; 
/* 
**Start the search: 
*/ 

if (1 (3earchDir(Bearch_dir, I 
search_pattern) ) ) 

NotifyFindC- Operation * 
not totally succeasful."} ; 
else 
{ 

aprintf {work_Btring, •" "- 
Hid matohea found", f lleB.matched) ; 

HotifyFind(work_8tring) ; 
) 

break; 
) 



Baaea part with this: 

/• 
** Defines: 
*/ 

ttdefine TOTAL_GADGETS 
#define border 
#define MIN_HEIGHT 
idefine MIK_WIDTH 
#dGfine GID_LIST 
Sdefine GID_DRAWER 
#define GID_SEARCH 
#deflne GID_QDIT 
#define GID^PIND 
#d6fine GID_CANCEL 

/• 
** Function prototypes: 
*/ 



130 

320 



1 

2 

3 

4 

5 



**Pull out aearcb strings; 

•/ 
HotifyFind(""); 



break; 
) 
GT_ReplyIHsg(iineg} ; 



} 

/• 
**Clear out list if anything in it: 
*/ 
while (node = ReinHead(&f ind_list) } 

{ 

free(node->ln_Name) ; 

free(node}; 

) 

/* 
** Program exit: 
*/ 

return; 
} 

Replace the definitions from under the last 
•include line up to just before the Library 



BOOL SearchDir( char *directory, char *" 

*pattern) ; 

BOOLHotifyFind(char *file); 

void cleanexit (int returnvalue) ; 

BOOL OpenGUI! char •in_Drawer, char*" 

*in_Search)j 

void EventLoop [char *in_Drawer, char*" 

*in_SGarch) ; 

void cloaeGOi (void) ; 

/* 
** Global variablea: 
*/ 

long EileB_matched = 0; /* Total files *" 
found •/ 
char *VBRSIOH = "\0$VER:"FINDER_VBR3ION; 

atruct Gadget *f irBt_gadget, 
*context_gadget , *previouB_gadget; 
struct Gadget *Bg_Search, *sg_Dravfer; 
struct Gadget *gadget_list [TOTAL_GADGETS] ; 
atruct Window *finder_window = NDLL; 

char *button_text [ ] = 

{ 

"_Quit", "_Find", "_Cancel", HULL 

); 

Reaove these lines from cleanexit {}: 

/* 
**Free our liat: 
*/ 
while (node = RemHead(&f ind_list) ) 

{ 

free (node- >ln_IIame) ; 

free(node}; 

) 



TT^ 
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TRUE); 



window- >IIaerFDrt} ) 

( 

gad = (struct Gadget *)imsg-*" 
>IAddreBS ,- 

swl tch ( Imsg- >Cla8S ) 

t 

/• 

** Window Refresh Case: 

•/ 

case IDCMP_REFRESHWINDOW: 

GT_BegiaRefresh(f inder_wiiidow) ; 
GT_EiidRefreah(f inder„window, *■ 

break; 

/• 
** User clicked on close gadget: 
*/ 
case IDCKP_CLOSEWIND0W: 

quit_prograiB = TRUE; 

break; 

/* 

•* User pressed a button: 

*/ 

case IDCHP_GADGETDF: 

break ; 
1 
GT.ReplylMsgdmsg) ; 



) 



) 



So what does all this do then? It's easier than 
it looks. Rrstly, there is no 'C there which we have 
not used before. Let's quici<ly loolt through the 
steps for waiting for, and acting on intuition 
messages: 

1. Wait for a message to arrive. 



2. Get the message. 

3. Check to see if it is one we are 
interested in, and if so, process it. 

4. Reply to the message. 

5. Go to step 2 if there are any more 
messages, or step 1 if there are not. 

Step 4 is VITAL. You MUST reply to any 
message that you get. If you don't, then your 
Amiga will slowly run out of memory. Also note that 
in step 5, we are going back to step 2 If there are 
any more messages. This is a common trap for 
beginners on the Amiga: When you know that a 
message has arrived at your message port, It's 
important to read that as "one OR MORE 
message{s) have arrived at your message port." 
Several could arrive at once, like busses. 

Here is how we wait for a message: 

Wait(lL << finder_windoM->U3erPort-"' 
>mp_SigBit) ; 

This is probably the most cryptic line of C 
we've used yet! It deserves a brief explanation. 
More often than not, your program will have 
several windows, and each of these will have a 
message port. Worse still, if you are also 
processing ARexx stuff, you'll be wanting to wait 
for messages to arrive at the ARexx message port 
in your program also, so that you know when an 
ARexx command has been issued. This begins to 
look rather depressing, as you have to wait on a 
whole bunch of message ports at once, which is of 



course not possible. 

The Amiga provides a solution to this little 
puzzler, in the way of signals. Each message port 
can have a unique signal number. Each task on 
the Amiga can have up to 16 signals (There are 
ways around that limitation, but that's another 
story!). You can create a special mask of signals 
from all of your message ports, and then use the 
exec. library Wait() function, which will exit when 
any of the signal bits indicates a message has 
arrived. You can then check the result of Wait() 
and determine which signal triggered, and process 
the messages accordingly. 

In this month's listing, however, we are only 
using one port, and one signal, so we're not 
interested in the result of Wait(). The stuff inside 
the brackets on our Wait() line gets the signal 
number out of the message port structure and 
uses that as the mask. Now our signal has 
arrived, we need to loop around getting messages: 

while (imsg = GT_GetlHBg(Einder_window- 
>DBerPort ) ) 
{ 

/* PROCESS MESSAGES HERE */ 

/• ALL DOHE, HOW REPLY TO THE MESSAGE 

*/ 
GT_R6plyTMag{imsg) ; 
} 

There is an exec. library function for getting 
messages, GetMsgO. but we don't use that here 
because we are using gadtools.llbrary, which 



{ 

printf ("Onable to open windowl\n")i 

return FALSE; 

) 



/* 



** Create context gadget: 
*/ 

first_gadget = NOLL; 
context_gadget = *•" 
CreateContext (6f irst_gadget) ; 
/* 
*«Set up defaults: 
*/ 

meiiiset(£ng, Q, sizeof (struct NewGadget)); 
ng.ng_VisualInfo = vi; 
ng.ng_Flags = 0; 
ng.ng_DserDaCa = NOLL; 
ng.ng_TextAttr = BCreen->Font; 
ng.ag_GadgetID = 0; 
previous_gadget = context„gadget ; 

window_top = f inder_window- > Border Top + 
BORDER; 

window_inner = win__height - (window_top) * 

(f inder_window->BorderBottoin + BORDER) ; *" 

list_widtb = win_widtb - [BORDER • 2);«" 

button_width = (llBt_width / 3) - BORDER;* 

button_height = screen- >Font->ta_YSize + 

BORDER; 

liBt_height = window_inner - *" 
(button_beight • 3) - (BORDER * 2); 
/* CHG */ 

list_start = window_top; 
button_8tarC = window_top + list_helght +" 

BORDER; 

string_width = (button_width * 2) + *" 

BORDER; 

string_Btart = button_width + (BORDER * 2); 

I* 
** Create list-view first: 
•/ 

ng . ng_TopEdge = liat_atart ; 
ng . ng_Lef tEdge = BORDER; 
ng.ng_width = list_width; 
ng . ng_Height = list_height; 

gadget_list [gadget_oount] = 
CreateGadget(LISTVIEW_KIND, previouB_gadget, 
6ng, GT_Dnder score, '_', TAG„DONE); 
previous_gadget = 
gadget_liat [gadget_oount] ; 
gadget_count++; 
/• 



**Now create our buttons: 

*/ 

ag.ng_LeftBdge = 8tring_atart; 

ng . ng_TopEdge = button_start; 

ng-ng_Height = button_height; 

ng.ng_GadgetlD = ng.ng_GadgetlD + 1; 

ng.ng_Width = Btring_width; 

/* 
**Put a string gadget in: 
*/ 

ng . ng_GadgetText = "_Drawer"; 
gadget_list [gadget_count] = 
CreateGadget ( STRING_K1ND, previous_gadget , ■ 
tng, 

GTST^MaxChars, 255, 
GTST_String, in_Drawer, 
GT_Onderscore, '_', TAG_DOHE)f 
Bg_Drawer = gadget_list[gadget_oount] ; 
previous_gadget = •^ 
gadget_list [gadget_count] ; 
gadget_count++; 

ng.ng_GadgetID = ng , ng_GadgetID + 1; 
ng.ng_TopEdge += button_height; 
ng , ng_GadgetText = "^Search" ; 
gadget_IiBt [gadget_count] = 
CreateGadget (STRING_KIHD, previou8_gadget, *" 
sng, 

GTST„MaxCharB, 255, 
GTST_String, in_Search, 
GT_tJndar score , '_' , TAG_DONE) ; 
Bg_Search = gadget_llBt[gadget_oount] ; 
previous_gadget = 
gadget_list [gadgat_count] ; 
gadget_oount++; 

ng.ng_GadgetID = ng.ng_GadgetID + 1; 
ng . ng_Lef tEdge = BORDER; 
ng.ng_TopEdge += (button_beight 4 BORDER) , 
ng.ng_Width = button_width; 

count = ; 
while (button_text [count++} } 
{ 

ng.ng_GadgetText = button_text [coimt - 
1]; 

gadget_liat [gadget. count] = 
CreateGadget (BDTTOH_KIND, previouB_gadget, 
fing, GT_Dnder score , '_', TAG_DOHE); 
previou8_gadget = 
gadget_list [gadget_countJ ; 
gadget_count++ ; 

ng.ng_LeftEdge += (button_width + 
BORDER) ; 



ng.ng_QadgetID = ng . ng_GadgetID + 1; 
1 

/* 
**Pall over if gadgets were not created 
right: 
*/ 
if ( f irBt_gadget == NULL) return FALSE; 

/* 
**Add our buttons to the window: 
*/ 

AddGList(finder_window, first_gadgat, 0," 
-0, HDLL); 

RefreshGLiBt{first_gadget, finder_window, 
NULL, -0); 

GT_RefreBhWindow{f inder_window, HULL) ; 
return TRDE; 
) 

The new BventLoopO function: 

** 

** void EvBntLoopf char *ln_Drawer, char 

*in_Saarch) 

It* 

**Main Event Handler 
*/ 

voidEventLoop(cbar •in_Drawer, char *" 
*in_Saarch} 
{ 

char Bearch_dir [ 64 ] ; 
char Bearcb_Btring[64]; 
char Bearch_pattern[12B] ; 
char work_string[12B] ; 
struct Mode *noda; 
struct IntulMeSBage 'Imag; 
struct Gadget *gad; 
BOOL <auit_prograin = FALSE; 

/* 
** Initialise our list: 
*/ 
NawList(fifind_list); 

/* 
**Proce8B events: 



while ( I guitjrograni) 
{ 

/• 

**Wait for Message to Arrive: 
*/ 

Wait(lL << finder_window->OserPort-' 
>mp_SigBit ) ; 
/* 
** Loop through processing events: 
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It^s time the Amiga got an accessible 
12-bit sound sampling system. Is Aura 
the answrer to the Amiga musician^ 
dreams? Tim Tucker finds out. 



Sampling sounds on the Amiga has been 
possible for some time, but in the past the 
sound quality has been limited by the fact 
that most samplers available are of only S-blt 
quality. There are both 12 and 16-blt samplers 
available for the Amiga, but they're often 
expensive and have traditionally only been made 
to fit In the extra card slots on the Amiga 2000, 
3000 and 4000 range of computers. Owners of 
Amiga 600s and 1200s have thus tieen unable to 
share In the Joys of high resolution sound 
digitising (apart from HISoft's own Clarity 16, 
which didn't really hit the mark). 

That's all about to change with the release of 
HiSoft's Aura sampling package. Aura consists of 
a hardware sampling cartridge plus sampling 
software, and is capable of recording and playing 
back sounds in both 8-bit and 12-bit resolutions. 
The twist is that the sampling cartridge fits into 
the PCMCIA slot on Amiga 600 and 1200 
computers (sorry 500 owners, you're still out of 
the picture when it comes to high quality 
sampling), and does not plug into the parallel port 
at the back of the Amiga as is usually the case. 

Setting up the Aura sampling system is a 
piece of cake. The hardware slots neatly Into the 
PCMCIA slot, and rubber feet are provided (but not 
stuck on bizarrely, you have to do that yourself) to 
ensure that the unit stays level with the computer 
and doesn't put unnecessary strain on the PCMCIA 
port. Loading the software is equally trouble free, 
and as you'd expect it's simplicity itself to install 
the program onto your hard drive if you have one. 

Probably the most complicated thing about 
setting up is connecting the hardware to external 
sources. The hardware itself has more than the 
usual number of input and output plugs, and all 



the sockets are standard stereo phonos, just like 
those found on home hi-fi systems. Rrst up are 
the left and right input sockets. This is where you 
plug in the leads from external audio equipment 
for sampling on the Amiga. You can use almost 
any standard sound producing source - a hi-fi 
amp, tape recorder or CD player are the most 
usual pieces of equipment to sample sounds from. 

Say for example you wanted to sample some 
music from the new Stone Roses album on CD. 
You'd put the CD in your portable CD player (for 
example), then take the phono leads from the 
headphone socket of the CD player to the stereo 
input sockets on the Aura hardware. In this 
particular case you'd need a lead with 3.5mm 
jack on one end and stereo phono on the other 
(these are easy to get hold of from any high street 
DIxons store). 

Next to the input sockets are two similar 



phono plugs for stereo output. Without these you 
wouldn't be able to hear or monitor the samples 
that you want to take. These are best connected 
to the amp of your hi-fi or to the input of a mixing 
desk. You could, for example, plug the stereo 
phono lead from the output of the Aura cartridge 
to the Aux port on the amp of your hi-fi, and then 
listen to your sampling work through your home hi- 
fi speakers. 

There is yet another pair of Inputs next to the 
outputs, but this time they actually connect to the 
Amiga's audio phono jacks. This may seem a bit 
weird when the cartridge is already attached to the 
Amiga via the PCMCIA slot, but it is necessary to 
make this connection if you want to hear the 8-bit 
samples that your Amiga is capable of, as well as 
the 12-bit samples that the Aura can handle. 
Feeding the output from the Amiga effectively 
mixes the two outputs and plays them both 
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Aura Is a MIDI compatible sample player, meaning 
that you can assign samples to keys on a MIDI 
keyboard and play them In real time. 



USING THE SAMPLES 
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The range of editing facilities in Aura Is 
remarkable. You can alter the volume, treble, 
baas and even the compression of any samfrie. 



HARD DISK RECORDING 

^ s well as sampling sounds into memory. 
Aura Crin also sample directly to hard 
disk. This is a very useful option, as the 
amount ot space on a hard disk rs much larger 
than RAM. and therefore can store huge 
samples In fart, with enough hard disk spar*- 
vou could record an entire song digitally 

With hard dist* recording, the s.-jniple npve' 
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Click on the FX button and the bottom panel 
changes to reveal all the effects you could 
possibly want. And they're real high quality too. 

through the sampling hardware. 

Once you've got the mess of leads spawned 
by the connection process out of the way, it's time 
to start recording some samples, and it's a simple 
double click on the program icon to get started. 
The disk comes with a few example samples that 
you can load straight away and start messing 
around with, and the manual outlines a tutorial to 
get you going, which is handy if it's your first 
attempt at working with 
sampled sounds. 

For more experienced 
sampler users, the 
software is incredibly 
intuitive. All the controls 
are well laid out, there is 
none of the clutter or 
garishness that can be 
found in so many sampling 
programs, and it's 
incredibly easy to feel your 
way around the program 
and discover things for 
yourself (which is what I 
started by doing). 

The program defaults 




this stage may be the most baffling, as at this 
point you can't hear any sounds that you're 
feeding into Aura, you can only see their wave 
forms on the screen. 

To actually hear the sounds you simply click on 
the Monitor button. Two large windows appear to 
show you the waveforms of the incoming sounds, 
and the audio is heard through wherever you've 
routed the output of the sampling hardware. The 
processing power required to render the sample in 
real time leaves the Amiga powerless to do 
anything else, even moving the mouse pointer, so 
the monitor option is purely for determining the 
level of the desired sound, and to check whether it 
is either too loud, which results in distortion and 
clipping, or too soft, which lacks the quality of a 
higher volume sample due to the less favourable 
signal to noise ratio. 

When you've adjusted all the output volumes 
to the correct levels, it's time to actually take a 
sample yourself. The first thing that you have to do 
is open a New Window, in which the sample can 
be recorded. The program allows up to 9 windows 
to be resident in memory at any given time, as 
long as you have enough RAM to cope with them 
all. You only see the window you're currently 
working on at any given time, but you can easily go 
to another window by 
pulling down the Windows 
menu at the top right of 
the title screen and 
choosing the window you 
want to view. This is a 
great system, because it 
means that you can keep 
track of all the samples 
you're doing without having 
to keep loading them from 
floppy or hard drive. It also 
vastly improves the edit 
options, as you can easily 
cut or copy a piece of the 
sample from one window 
and paste it into another. 



you can sequence the samples from within 
Aura, which Is handy If you want to lay down 
repetitive loops, such as drum breaks. 

to sampler mode, and shows two little windows (if When you open a new window, you get a 

you're working in stereo) which indicate the levels dialogue box in which you specily the kind of 

of the incoming audio. If you're new to sampling, sample you want to create, whether it be mono or 



HOW MANY BITS? 



Although we've said that 
the Aura Is a 12-blt 
sampler, samples can only be 
saved as 8-blt or l&-bit 
samples. Why? The thing Is 
that, although the Aura 
hardware Is a 12-blt sampling 
system, the software holds 
sounds Internally and stores 
them on disk In either 8-blt or 
16-blt format. 

When saving a sample file, 
you have three options. You 
can save it as an IFF file, which 
is the standard sample format 
used by most other Amiga 
programs that support sample 
files. The IFF standard can only 
be used to save 8-bit samples, 
but although the sound quality 
is inferior to 12-bit samples, it 
allows you to use samples In 
MIDI sequencers, with other 
externally sequenced sounds. 



if your file is a 12-bit 
sample {stored as a 16-bit file 
in memory), you can save it 
onto disk as an AIFF file, which 
is a more adaptable form of 
the IFF standard. You can't 
load AIFF samples into other 
programs, but it does produce 
better quality samples, and the 
manual recommends that you 
use it as often as possible. 

It also says that third party 
developers are starting to 
integrate support of AIFF 
samples into their software, for 
example the forthcoming 
OctaMED 5.5 will be able to 
take full advantage of these 
files. This is great news, as for 
the first time you'll be able to 
use the high quality samples 
that the Amiga is capable of in 
wider contexts, such as 
trackers and sequencers. 



The final option is to save 
the file in RAW format. This is 
of little use, because it doesn't 
contain any information about 
the sound, not even whether 
it's S-bit or 12-bit! If you want 
to load a RAW sample back 
into Aura, you have to open a 
window with all the right 
parameters (e.g. resolution and 
frequency) already in place. 

If you save in RAW format, 
it's wise to give the sample a 
name which reminds you what 
kind of sample it is. What's the 
point of it? Well it allows you to 
load files into public domain 
tracker programs, many of 
which can only accept sounds 
in this format. It's aiso very 
handy for programmers who 
don't want to go through the 
rigmarole of interpreting the IFF 
or AIFF sound formats. 




The two windows at the bottom display the 
Incoming sound waves. The recorded sample Is 
displayed In the main window above. 




You want filters? You got 'em. There Is a vast 
array of filter options available which can rid your 
samples of any unwanted frequencies. 

stereo, and 8-bit or 16-bit (the 16-bit option 

creates a 12-bit sample - see the separate box 
entitled HOW MANY BITS? for an explanation). You 
also can determine what frequency you want the 
sample recorded at, and the iength of the sample 
in terms of the maximum possible size that your 
memory permits. 

After you've OKed the kind of sample you want 
to record, the next step is to click on Record just 
before the sound you wish to sample. It helps if at 
this point you have a way of monitoring the source, 
so that you can time the Record enable right. This 
is no problem, you just have to run your CD player 
(or whatever) through the hi-fi as well as out of the 
headphone sockets and into Aura. If, however, the 
only output you have on the source is the 
headphone socket (as is the case with a Walkman 
for instance) then you'll have to use a bit of guess 
work to get it right. 

Some sampling programs feature a way to get 
round this by allowing you to trigger the recording 
process whenever the incoming sound goes above 
a certain pre-determined level. It's a shame that 
Aura doesn't support this feature, as it can be a 
great time saver, especially when the sample is 
preceded by silence, as is the case with many 
sampling CDs. Still, it's not an insurmountable 
problem, and only takes a little more care when 
actually setting up the sound. 

I think you'll be extremely surprised by the 
results in Aura. The sound quality of 12-bit 
samples is quite incredible, and easily usable in 
the most professional situations. You'll need a lot 
of memory and hard disk storage space to get the 
most out of the package, but if you're serious 
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about making high quality digital recordings, it's 
worth upgrading your Amiga to cope with it. 1200 
owners are the best off, because the 2 IVlegs of 
RAIVl is really the minimum requirement if you want 
to take advantage of the superior quality of the 
Aura. Of course, you could always save a lot of 
memory by sampling in mono S-bit, but that really 
defeats the object of buying a 12-bit sampler in 
the first place. 

The power of Aura doesn't stop at recording 
high quality samples though. Click on the Edit 
button and you get a whole new panel at the 
bottom of the screen which provides plenty of 
editing operations for you to perform on the 
sample. It's worth mentioning at this point that the 
user interface (horrible expression that, but you 
know what I mean) is extremely well thought out. 
All the controls are accessed by buttons on the 
main screen, meaning you don't have to constantly 
swap between different screens and windows of 
the program. 

Also, instead of trying to cram the screen with 
ail the controls at once, you only ever see the 
buttons that correspond to the mode that you're 
in. So all the edit operations, such as Cut, Copy 
and Paste, are only ever on screen when you're in 
edit mode. It's all extremely intuitive, and even the 
first time user should find it far less confusing than 
the majoril^ of sampling programs. Better still, if 
you're a dedicated menu person, all the controls 
can be found in pull down menus, in many cases 
with corresponding keyboard controls marked. The 
whole program gives you a lot of options, and it 
makes accessing them as painless as possible, 
while still being flexible enough to allow you to use 




Any good software deserves a comprehensive 
preferences menu, and Aura doesn't disappoint 
There's plenty to mess about with here. 




EFFECTIVELY SPEAKING 
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A pull down menu can tte used to select one of 
the 8 sample windows In memory. Great for 
cutting and pasting segments of samples. 



your own preferred method. Full marks! 

Editing is very comprehensive. As well as the 
usual cut, copy, insert and paste, there are also 
options for volume, compression, fade, treble lift, 
bass lift and reverse. This gives you all options 
you need to subtly shape the sound if it's not 
quite the way you want it. You can apply edits to 
the entire sample or to an area of it that you mark 
off with the mouse, called the range. There's a 
separate section of the software entirely dedicated 
to providing special audio effects to your digitally 
recorded sounds. See the box named EFFECTIVELY 
SPEAKING for details. 

As well as all the effects and editing options, 
you can also use an extremely comprehensive 
array of filtering options, allowing you to 
manipulate the frequency content of a sample to 
your heart's content. There are enough options in 
here to keep even the most avid sound engineer 
amused. You can selectively cut or boost user- 
definabie bands of frequencies, either Finite 
Impulse Response (FIR) or Infinite Impulse 
Response (IIR). These terms describe the way that 
the filters work on the sounds. FIR filters are more 
accurate (you can determine the upper and lower 
bands of the frequency), but they can only cut the 
specified frequencies. IIR filters, on the other 
hand, are easier to use, and also allow you to 
boost as well as cut. 

There are various displays which help you to 
pinpoint the exact part of the sound that you want 
to apply filters to, including a spectrum analyser, 
which indicates graphically the presence of a 
whole range of frequencies in the sound, and a 3D 
frequency display known as the 3D FFT screen. 

All in all, the Aura is a quite astounding piece 
of kit for the Amiga, and at an absolutely incredible 
price. It requires a fairly powerful Amiga system to 
make the most of it, with 1200 owners (obviously) 
being the best served. Despite this, the results 
are quite simply astonishing. The sound quality is 
unbelievably good, and it's true to say that this 
wouldn't be out of place in a top professional 
studio. Add to this the extremely sexy effects 
section, and you've got an aural treat. 

Even more impressive is the lovely way the 
program's been put together. Every single option 
that you could possibly want has been catered for, 
and yet the program never feels difficult to use. 
Everything's logically laid out, and it appears 




WHAT 

Aura sampling package - £99.95 

WHO 

HISoft 

WHERE 

HISoft 

The Old School Greenfield 
Bedford, MK45 SDE 
V 1525 718181 



obvious that the people responsible for Aura are 
musicians first and foremost. If you're looking for 
a seriously powerful sampling package for your 
Amiga 600 or 1200, there really is no other 
choice. I'd go so far as to say this is the best 
audio product of the year on the Amiga. C9 



CHECKOUT 


Aura 


Features: 94% 


There's ail that you could dream of in a sampler, and a 


lot more besides. 


Ease of Use: 95% 


Quite simply one of the best designed bits of software 


I've ever seen on the Amiga. 


Documentation: 90% 


A clearly written manual that provides a good tutorial 


for beginners, as well as making all the important 


information accessible to oid hands. 


Value for Money: 97% 


An amazing price. How did they manage It? 


Overall Rating: 96% 


It's rare that we see a product that 


excites us on the music front, but 


Aura has done just that. ,^1^^ 


This deserves to go tfn^^S^ 


down as an Amiga mw^B^ 


classic. Buy it if you're ^Otft^m 


at ail serious about BIKpui^'' 


sampling on your Amiga. ' ^' 
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Knoiv what I mean? 

Discover what the top industry figures really think. 
Dale Larson on future communications 



Once upon a time, most 
computer users were 
addicts who spent most 
of their waking hours alone with 
a machine, having no contact 
with others. The relationship 
between man and machine was 
ail about the machine, in the 
mid to iate eighties, revolutions 
in user interfaces made 
computers usable even by those 
who wouid not join an eiectronic 
monastery. 

These revolutions made it 
easy for people and computers to 
connect. Still, using a computer 
was a solitary activity. With 
personal computers, the 
connection was between a single 
man and a single machine, alone 
together for whatever work or play 
they had to share. 

Larger computers might have 
several people connected to one 
machine, but it was all still 
mostly about what the machines. 
not the people. The revolution of 
the nineties is in connecting man 
and machine to other machines 
and to other men. It is the 
revolution of communications. 
Gone are the days when Mhz and 
Mb define the power of a 
computer (and thereby the 
coolness of their owner). 

Today, bragging rights are 
measured in bps (Bits Per 
Second). Whatever the speed, it 



is no longer about what machines 
do, but about what people do. As 
modems and LANs increase in 
popularity and local BBSs are 
replaced by global networks, 
people are communicating in new 
ways, doing things never before 
possible. The most noticeable 
widespread impact so far has 
been email. 

Almost as cheap as the snail 
maii and almost as fast as the 
phone, it is the best of both. 
Everyone who is anyone has an 
email address. I send email to 
my customers in Japan and 
Germany, to my political 
representatives in Washington, 
D.C., and to my friends where 
ever they may be. I often respond 
to email within minutes of its 
sending. Sometimes an email 
conversation consisting of several 
rounds back and forth takes 
place during a single afternoon. 

i pay a low flat rate monthly 
fee for the privilege of sending 
unlimited emaii. I read (or ignore) 
my email as I choose, unlike the 
blasted phone which insists on 
bothering me at its convenience. 
Though email may be the most 
common new communications 
technology, cooler things are out 
there. The World Wide Web allows 
hypertext documents to 
transparently link to other 
documents on computers across 



the globe so that you can browse 
(or "net surf) from movie 
reviews to Hubble telescope 
photos to online shopping malls. 

In these documents you can 
even hear sound samples and 
view pictures. Everything is 
constantly updated, and most 
documents point to dozens of 
other interesting documents. 

With a little patience and 
knowledge, you could set up an 
AGA Amiga and a fast modem to 
start surfing the experientially 
growing Web today. The future 
holds more brilliance. Last week, 
the Rolling Stones broadcast 
twenty minutes of a live concert 
video over the Internet MBone 
(anyone cool enough to have a 
128kbps Internet connection with 
an MBone feed could watch for 
free). 

New hardware on PCs allows 
video conferences over a 
28.8kbps standard phone link. 
Hey, the multimedia of the future 
isn't going to be on standalone 
machines, it is going to be across 
wicked new networks. 

By the time that has 
happened, you'll just be a by- 
stander if you haven't enjoyed at 
least some of the fruits of today's 
communications technology. The 
communications revolution has 
been building, and its time has 
come. Join in or be uncool! 



Connect 
Amiga! 

A Guide to the Intcrncl, LANs, 
BBSs aitd Online Services, 1 — ._ 
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Dale L. Larson I 
IntcmgiM^^ssrs Manulacturing 



''Hey, the multimedia of 

the future isn't going to be 

on standalone machines, it 

is going to be across 

wicked new networks/' 



Richard Baguley on y^hat makes the Amiga unique 



R 



''When you go to a show 

like the World of Amiga, 

you really understand 

what makes the Amiga 

unique - the users/' 



Computer shows are hinny 
things. I mean, you go In, 
you wander around for a 
bit, chat to a couple of dealers, 
see what new things are on 
show, have a coup of tea and 
before you Itnow it the security 
guards are about to set the dogs 
loose to get you out of the hall 
because It's time to go home. 

Well, that's the way it seems 
to happen to me, anyway. The 
World of Amiga Show was 
certainly no exception to this. I 
visited it on a decidedly gloomy 
looking Friday afternoon, and 
plenty of other people made the 
effort as well. It wasn't the 
biggest computer show I've ever 
seen, but it was pretty damn 
busy. All of the dealers 1 spoke to 
certainly seemed to be pleased 
with the turnout, and nearly 
everybody I saw was carrying 
something that they had bought. 
I spoke to several people 



from Commodore UK and they 
felt that the show was a real shot 
in the arm for them, it's very 
easy to get disheartened, 
especially when you are in the 
kind of situation that Commodore 
UK are in. It's very easy to think 
that it doesn't really matter what 
happens to the Amiga. However, 
when you go to a show like the 
World of Amiga, you really 
understand what makes the 
Amiga unique - the users. 

When we ran the Future 
Entertainment Show in October, 
there were three theatres: the 
Amiga one, the PC one and the 
console theatre. The biggest 
crowds were consistently at the 
Amiga theatre. Sure, there were a 
few crowds for the Doom 
challenge on the PC one and a 
pretty good crowd for some of the 
console sessions, but these 
quickly faded away. The Amiga 
sessions were consistently well 



attended and there was one 
other big difference - people 
asked questions. 

Instead of chasing after the 
latest £60 console game 
sensation (which everybody will 
be bored with by next week) or 
trying to shoot the editor of PC 
Gamer, Amiga owners were 
asking insightful questions and 
learning something new to do 
with their machine. 

Instead of running with the 
crowd, Amiga owners are people 
who are interested in really 
getting something out of their 
computer. Instead of being 
swayed by the multi million 
dollar marketing campaigns from 
people who insist that you have 
to have "Intel Inside" to get 
ahead, they choose a machine 
which is powerful, cheap and has 
some of the best programs in the 
world on it. And who can argue 
with that? CD 



AMIGA SHOPPER • rSSUE 45 • JANUARY 1995 



76 PUBLIC DOMAIN 



Welcome to PD Worid. This \s the first 
edition of the year, but it's actually 
on the eve of something new and 
wonderful. Next Issue will be special and PD 
World will be playing a special part. Anyway I 
won't spoil the surprise, but let's just say It's 
something big. Anyway bacit to the present. We 
have some excellent utilities this month. It has 
been quite nostalgic, as I've encountered a few 
of my favourite programs from times past. We've 
got the latest versions of Supervlew and 
SnoopDOS. We also have a review of an old 
favourite, JCGraph, by budding PD-reviewer 
Richard Munro (see opposite). 

SUPERVIEV/ V4.0 

KEW=li (V1175) 

When I bought my A1200 one of the first graphics 
utilities I found that made use of the AGA chipset 
was a tiny little program called SuperView. The 
thing that first impressed me was that while most 
programs only had partial support for the new 
modes, SuperView could display any resolution 
picture in any colour mode. 

As a result of the nostalgia brought on by 
these fond memories, I was hoping for something 
special. The most obvious improvement that has 
been made to the program is that it now has an 
interface. This consists of several command 
buttons and lists of available file formats and 
grabbable screens. 

If you merely wish to view a file you can click 
on the View Rie button. This will bring up a file 
requester that can be used to select the file for 
viewing. However, If you intend to convert or just 
save an image, you will need to load it in first, 
otherwise the image will be removed from memory 
as soon as the display is cancelled. The Image 
can then be saved by selecting a file format and 
pressing the save button. 

At the moment the program has support for 
IFF-ILBM. IFF-ACBM, PCX, GIF and BMP files. 
Others can be added by using SVobJect files, the 
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The latest version SuperView supports even more 
file formats and an interface. 
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This month Graeme Sandiford comes over all 
nostalgic on the eve of a new year and 
introduces PD newcomer Richard Munro* 



ones included with this version are: IMG, MAC, 
Targa, TIFF, SunRaster and a couple C64 formats. 
You can also select and grab a screen from a list 
of currently active ones. You can choose between 
a disk-based file and clipboard objects by toggling 
the Medium button. 

Despite this broad selection of formats, I have 
not managed to load 24-blt IFFs or JPEGs 
successfully This is obviously a great shame as 
these are probably the two most used formats. I 
also encounter difficulties in displaying HAMS 
Images correctly - the pictures often appeared 
smeared or garbled. 

On a more positive note, the program does 
have on-line help through an AmigaGuide 
document - you just press the help key and then 
click on the offending gadget. This will take you to 
the node of the document that deals with that 
topic. Once there, you can easily navigate the rest 
of the document. 

However, this Is not enough to redeem the 
program's shortcomings or to relieve my 
disappointment. That's not to say that there is not 
great potential here. If the bugs are fixed this 
could be an indispensable tool, as it's easy to use 
and expandable. But at the moment it's too flaky 
for my liking. 

Program Rating 79% 
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Copy, archive, view, run, clone, listen to and 
display files with AFCopy. 



FLUMMY UTIL5 

#1 

Orvllne PD 

Despite the very un-serious 

name, Flummy is actually a 

collection of senous PD 

programs - on the whole 

anyway The disk's content 

is certainly varied; there 

are programs to make your 

day-to-day use of your 

computer easier, kill 

unpleasant viruses, reduce the amount of 

wear and tear on your hard drive and lots of 

other stuff too. 

• It could be you. You could win the national 
lottery, OK, so you may not stand much of a 
chance, but it could be you. However, you could try 
using the mighty computing power of your Amiga to 
increase your chances. How so? Well you could try 
a small program called the Lottery Number 
Generator. 

You are probably wondering how the program 
works. Well, it doesn't go by mystical star signs or 
the birth days of cabinet members. Rather, it 
relies on random chance - whether or not this 
actually improves your chances I'm not sure. 
Surely a random value will still have odds of 1 out 




Uh, It's like a humourous Icon or something - 
ah the wit of Amiga-users. 



of 50 million or whatever. 

Although I'm not a statistician, I expected some 
fancy maths - perhaps one or two complicated 
equations or perhaps a variant of a chaos theory I 
don't know, maybe it might improve your chances - 
it will at least make your Amiga feel as if it's earning 
its keep. 

• If there is one thing that Amiga has no 
shortage of, it's file management utilities. I mean, 
you've got Directory Opus, SID and DIrWork - 
we're spoilt for choice. Nevertheless the creators 
of AFCopy (nothing to do with the Future Publishing 
mag) have decided that there is room for one 
more, well three if you count 020 and 030 
optimised versions. 

The program's interface looks more than a 
little like the earlier versions of DirWork. There 
are two windows, both of which can be used as 
destination or source directories for copying or 
moving files or directories. Between these two 
windows you'll find a row of buttons. These can 
be used to perform a variety of tasks, such as 
viewing images, reading or editing text files, 
extracting or adding an archive or entering a 
DOS command. 

The way these buttons work is quite simple, 
instead of including these features into the code 
of the program, it relies on 
external programs such as 
text-editors or picture 
viewers to perform those 
tasks. Although the 
program has its default 
tools you can change these 
to the programs you have 
installed on your machine. 

Underneath each 
window you'll find its Devs 
buttons. These are the 
buttons that correspond to 
different Dev units such as 
DFO: and DHl:. 

Overall, this product is nothing remarkable, 
but it is a good solid program that is easy to use 
and relatively flexible. If you are looking for a 
flexible file-managing utility, but can't afford 
Directory Opus you would be well-advised to check 
AFCopy out. 

• Now here's a interesting inclusion - an icon. 
That's right, just an icon. However, it does have a 
little Intel outside logo on it. As if that wasn't 
enough, if you click on this icon it will change to a 
logo that reads Motorola inside. Uh, like wow... or 
something. 

• VCKiller is a viruskiller with but a single 
purpose in life - to eradicate all traces of the 
Commander virus. What this virus has done to 
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And he's a jolly good fellovf... 
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Congratulations to Richard 
Munro, prolific letterwrlter 
and budding PD-revlewer - he Is 
our first winner of "t want To Be 
Star". He'll be getting some cash, 
or something, not to mention 
seeing his review in print. If you 
think you have got what it takes to 
become a star check the boxout 
on page 86. 

JCGRAPH 

Fish Disk 926 

This program 
was originally 
released as 
shareware 
back In April 
1992, but in 
August 1993 
the author sadly decided that the 
Amiga market would not support 
him, and decided to discontinue 
development of JCGraph. However, 
this is still, as far as I know, the 
only Amiga-program capable of 
generating all manner of graphs, 
and, most importantly, saving them 
in a variety of scalable formats. 

The program's bluest failing is 
immediately apparent on loading - 
the program accepts as input only 




ASCII text files created by the user 
in a text editor, and there is no 
provision for entering data from 
within the program. 

A quick deive into the above 
average documentation reveals the 
file format, and one detailed step- 
by-step example. The file format is 
actually quite simple, being really 
only the raw data plus a few other 
pieces of data. The example is an 
excellent way of getting to grips with 
"writing" your own graphs. 

Once you have successfully 
loaded your data into the program 
you have the choice of 26 pre- 
defined graph types, which can also 
be added to by the user, since they 
are loaded in as separate modules 
(this file format is also included in 
the doc file, but is rather more 
involved). Some of these are rather 
more useful than others, but all the 
basic 2D & 3D styles are there. 

After selecting your graph type, 
it is possible to rotate the quick 
preview of the graph through all 
three axes using three sliders in the 
control window. Other options 
include varying the perspective, 
changing the font size for each axis' 
legend independently, and altering 



the palette of the finished graph. 

Once finished, hit the render 
button and your graph will be 
generated. The time taken for this 
is perfectly acceptable, even the 
most complex graphs taking well 
under 30s on a 25MHz '030. The 
program also generates the legend 
for the graph, although this will only 
be saved in EPS & 3D-GE0 formats. 

The program's major selling 
point, however, must be its output 
formats. Of course it supports the 
ubiquitous IFF-ILBM bitmap format, 
allowing the use of JCGraph's 
output in virtually any Amiga 
program ever; more interesting are 
the scalable output formats. These 
allow the graph to be scaled to any 
size within the word processor or 
DTP package with no loss of quality, 
and still be output at your printers 
maximum resolution. 

The formats supported include 
3D-GE0, AegisDraw2000 and botti 
colour and b&w EPS. This 
comprehensive list makes scalable 
output compatible with many Amiga 
WP and DTP programs, including 
Rnal Writer, Wordworth 3, 
Professional Page and Pagestream. 

Printing from JCGraph itself 




Undo 



JCGraph Is an old, but still pretty 
cool 3D graplHirawIng program. 

was disappointing, since the 
program seemed to simply do a 
screen dump, thus generating 
jaggies that do not appear when the 
graph is saved as a scalable file 
and then printed from within Rnal 
Writer, for instance. 

On the whole, JCGraph proved 
to be very stable, and is capable of 
producing excellent quality results 
worthy of any similar program on 
the PC or Mac, and unique on the 
Amiga. Apart from the necessity of 
creating data in a text editor, the 
program is actually very user- 
friendly, and the results are well 
worth the effort. 

Program rating 90% 



instill such hatred I'm not sure - maybe it killed 
VCKiller's family or ran off with its girlfriend - but, 
whatever the reason it is certainly a commendable 
course of action. 

• WBRash 2.1 is a tiny Wb2.0+ program that 
does some odd things with your Workbench 
screen. Don't worry, nothing too sordid; it siniply 
cycles through a range of colours. It can either 
replace the backdrop or active Workbench colours 
with this range of colours. To be honest, it all 
sounded a bit daft and pointless to me at first, but 
it is oddly soothing especially if It is restricted to 
Workbench's active colour. 

• Those among you who have good hearing 
will have noticed that hard drives keep spinning 
even when it is not being accessed. This probably 
shortens your drive's life-span and certainly ruins 
your sleep if you leave your Amiga rendering in 
your bedroom overnight. HDOff is a program that 
puts a stop to this needless spinning of hard 
drives. The program works by turning your drive off 
after a specified period of inactivity. 



While this collection does not contain any jaw- 
droppingly good programs, it does have some 
useful ones. However, it does have more than its 
fair share of useless ones and just plain odd 
programs. If you are looking for a file manager you 
might find this collection useful - if not, then you 
would do well to stay away from it. 

Product Rating 76% 

WB2-3 UTILS-SY5TEM 

KEW=II (U1123) 

There are certainly plenty of Workbench 2 and 3 
utility collections floating around at the moment. 
These have tended, on the whole, to be collections 
of lots of small programs. However, this collection 
only has five programs - LastAlert2, SIP, 
SnoopDOS 3, Sysinfo and SystemGuide. 

• The are certain programs that every serious 
AmiganDwner has on his or her hard drive or floppy 
disk collection. SnoopDOS is just such a program. 
It's particularly useful to me when trying to review 
PD programs that don't work properly. SnoopDOS 




The latest Incarnation SnoopDOS Is Just as 
Indispensable as Its predecessor. 



Sysinfo Is another old favourite. It's particularly 
useful for showing off the speed of your Amiga. 
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Oh the mysteries of the Amiga's system tiles. At 
last there Is a guide to help you. 

can be used to keep track of what your Amiga is 
up to. It monitors all system activity, so if a 
program fails to run because it couldn't find a file 
you can find out where the file should be. 

The latest version of this indispensable too! 
has had quite a face-lift and several new options. 
Earlier versions would simply open a window that 
displayed what calls were made by which programs 
to Amiga system. The same informafion is 
display by version 3, but you can do more than 
simply enable or disable the program's snooping. 

SnoopDOS 3.0 has a full interface you can 
use to hide, pause, disable or quit the program by 
clicking on the corresponding button. There are 
also buttons to open a log file, change the 
program's setup and its list of functions. 
Further options can also be set through several 
puil-down menus. 

As with previous versions of the program you 
must simply have this program, if only to avoid 
being branded an ill-equipped Amiga-user. 

• Sysinfo is another long-time favourite of 
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Hero's how LA2 could bee seen 
in yourJVB right after instellation. 
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LastAlert 2 Is a particularly useful program - it 
takes ttote of your last guru. 



ANOTHER CHANCE 
TO BECOME A STAR! 

If you have discovered a PD or shareware 
that you have become totally enamoured 
virith, write In and tell us about. But, don't 
stop there if you would like to see your name 
In print. We want you to send in a small 
review of one of your favourite new PD 
package. 

We don't care what type of program It Is, 
as long as it's good and you can justify its 
excellence. But, please, please, no reviews 
of SwImSult Chic 58 or similar slldeshows - 
Just serious reviews of serious products for 
serious readers. 

If that's not enough, we'll even pay you 
If it's a really well written review! 

Send your review as an ASCII text 
document, along with a copy of the 
program, to: 

I WANT TO BE A STAR 

Graeme Sandiford, 

Amiga Shopper, 30 Monmouth St, 

Bath, BAl 2BW. 



Amiga-users. It's a program that can tell you all 
sorts of interesting things about your Amiga 
and then compare it with other models. This is 
useful for more than simply giving you an excuse 
to poke your tongue out at a friend and say, "my 
Amiga is faster than yours, so there". It can be 
useful when you are trying to get advice or help 
with your machine. 

As well as performing benchmarks to 
determine the speed of your machine, it can also 
provide information about which Workbench 
tasks are being used and the status of any 
expansion units that are currently in use. When 
calculating the speed of your machine Sysinfo only 
uses one benchmark, opposed to the several used 
by programs like AIBB. Using several benchmarks 
will give you a more precise idea of the speed of 
your setup. 

Sysinfo is still a handy program to have around 
and is still on my hard drive after all these years. 
However, if you are after more accurate 
information on the ability of your machine you are 
betteroff getting AIBB. 

• SIP, or, to give it its full name. System 
Information Program, might be considered a 
pretender to SnoopDOS' position as the premiere 
system monitor. Indeed, there are several 
similarities in the program's appearances as well 
as the functions they perform. 



Actually, a more exact description would be a 
combination of SnoopDOS and ARTM. Unlike 
SnoopDOS, SIP can not only trace libraries 
and screens, it can also remove them, So you 
can freely remove libraries or close down program 
ports and screens. I guess the wisdom of 
this ability relies heavily on your knowledge 
and experience. 

At first SIP seems to be an improvement on 
SnoopDOS, as it has quite a few more features 
and even has on-line help. However, after using 
the program for a while, I discovered that SIP is 
not one of the most reliable programs around. 
Occasionally the program would crash the office 
1200, particularly when checking which handlers 
are in use. If it weren't for this failing I think I 
would prefer SIP over SnoopDOS, as it Is 
the program is still useful as the problem is 
intermittent. 

• If all this talk about handlers, libraries 
and memory vectors has got you all excited and 
begging to find out more about the secret life of 
your Amiga, then you may find SystemGuide of 
interest. SystemGuide is a self-proclaimed 
comprehensive reference guide to Amiga 
software system files. It is an AmigaGuide 
format document, so you can easily move from 
topic to topic. 

The contents of this guide is divided up into 
four main headings: Devices, RIesystems, 
Handlers and Libraries. Also if you get a little 
confused, or are unused to guide documents, you 
can get help or use the tutor section of the 
document. The guide is not so much an in-depth 
explanation of how libraries and devices work, 
rather it's more of a catalogue of known Amiga 
system files. This catalogue can be especially 
useful if you have a program that needs a 
particular file to run. 

Clicking on any of the four main headings will 
take you to a list several pages long for the type of 
files you have selected. Clicking on an entry in a 
list will bring up information about that file. This 
information will include a general description and, 
if available, the name of the supplier. If there is a 
similar or related file 
you will be able to click 
on a node that will take 
you to the 
corresponding entry. 

The guide really is 
comprehensive - it 
Includes 67 Devices, 11 
RIesystems, 72 
Handlers and 403 (yes 
403!) Libraries. It's 
certainly one of the 
most interesting 
applications of the 
AmigaGuide format that 
I've seen for some time. 
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Workbench Intro can tell you all you to know 
about Workbench and AmIgaDOS. 



If you are new to the Amiga and would like to know 
just which files you need on system and why, then 
you should definitely have a read of this document. 

• If there is one thing that is guaranteed to 
turn even the most sane Amiga-user into an 
irrational, salivating wild beast it's a system crash. 
When this happens it's a good idea to make a 
note of the guru number that is flashed on screen. 
Unfortunately the average human is unlikely to be 
in a state of mind that will facilitate the execution 
of such a complex action. During these moments 
of debilitating rage you will certainly benefit from a 
program like LastAlert2. 

LastAlert2 is a Wb2-t- program that will record 



the last message displayed by your machine. This 
will give you the opportunity to take note of this 
number while you are in a more... chemically 
balanced state-of-mind. 

When I first tested the program on a 3.1 
A1500, by doing 'naughty things' with SIP, I found 
that the program simply froze the machine when a 
crash occurred. However, the program worked fine 
on an A1200, and is definitely a program that will 
stay in my Wbstartup draw. 

Although some of the programs' functions 
overlap slightly this is an extremely useful 
collection. This is an especially good collection 
for intermediate users who would tike to get 
more out of their systems and indulge in a bit 
problem solving. 

Product Rating 87% 

INTRODUCING WORKBENCH 
AND AMIGADOS 

Fl LIcenceware (Fl-05) £4.99 

So you have just bought your 
first Amiga, or have just 
emerged from the typical two- 
month games playing stage. 
The first thing you are going 
to want to do, if you intend 
use your Amiga seriously, is 
learn how to use Workbench and, if you are a little 
more adventurous, perhaps AmigaOOS too. 
Trouble is, that although the Amiga's manuals are 
quite good compared with other computing 
platforms, it is still hard work finding out exactly 
how the Amiga's operating system works. 

Introducing Workbench and AmigaDOS is a 
Wb2-H two-disk licenceware package that sets out 
to help you get to grips with this excellent 
operating system. The program takes an inventive 
approach to this task, which is so simple and 
natural that I am surprised nobody thought of it 
before. It creates a pseudo Workbench 
environment, which has all the system files 
and menu items as Workbench. However clicking 
on these files will present you with an 
AmigaGuide document that explains what the file 

el or item does and how it 

should be used. 

This is a great teaching 
method as you can freely 
learn about things you 
don't understand. As the 
training is effectively done 
in situ you are more likely 
to remember what you 
learn. If you want to learn 
about a menu item you 
first need to click on a 
small at the top of your 
screen and then pull-down 
the menu you are 
interested in. This is a 
simple system that anybody, even absolute 
beginners, can use effectively. 

Thankfully the explanations do not take a plain 
this-does-that-and-that-does-this approach to its 
explanations. Rather it gives plenty of background 
information and gives practical examples of how 
the files can be used. The text is written in a 
manner that is both informative and easy to read, 
there's also a bit of humour sprinkled around for 
good measure. 

So what does it cover? In short, pretty much 
everything. The disks contain most of system files 
you will find on your Workbench disk as well as 
your Extras disk. In addition to this there is a FAQ 
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(Frequently Asked Questions) section and 
documents devoted to setting-up printers and 
adding ToolTypes. 

In conclusion, this system would appear to be 
the ideal way to learn about the Amiga's operating 
system. It readily provides information for the 
curious and help with common problems. However, 
some people might feel that £5 is a bit much for a 
document, but a lot of research has gone into this 
and it is well written. 

Product Rating 90% 

GENEREXXT PRO 

Ahmed Balfaklh 

Now this program has come a 
long way - I mean physically 
come a iong way. In fact, it's 
come all the way from 
Malaysia (although I would 
have gladiy picked it up 
personally). 
It's a shareware Arexx generator that can 
perform a variety of tasks. As it relies on ARexx 
you'll need Workbench 2 or higher and at least 
version 2.3 of ADPro. The registered version of the 
program also has support for MorphPlus' features 
and several functions that can be utilised by 
owners of the scrummy PAR card. 

The programmer believes that this is the most 
attractive Arexx generator for ADPro, and I must 
agree with him. The program seems to have 
been written using CanDo and has a nice 
professional look to it. 

The interface gives you access to all of 
ADPro's features and some of its own. It also 
has a useful on-line help facility that can be 
accessed as either a text help file or a point-and- 
click system. 




Along the bottom of the screen are the tool 
icons that can be used to set a variety of 
preferences and perform several tasks. The same 
functions can be accessed via pull-down menus. 
Above the icons you'll find the Program window 
which can be used to display and edit scripts. It 
can be used in much the same way as a text 
editor as it has cut and paste functions too. 

Above this is the List window which contains a 
list of the files that you wish to operate on. You 
can create new lists by selecting directohes that 
contain picture files - don't worry, the program can 
tell the difference between pictures and non-image 
files and will only list appropriate files. You can 
also insert and order more than one list. 

The Operators window contains a list of 
available operators. You can have several lists 
and can also toggle through them. To the right of 
these two windows are the Generate, Preview, 
Run and Exit buttons. Exit obviously quits the 
program. Generate will generate the script, 
Preview will provide you with a preview and Run 
will run the schpt. 

This is a truly impressive example of what can 
be done with a package like CanDO on the Amiga. 
The program is easy to use, powerful and, for a 
registration fee of $20, excellent value. If you 
would like to get hold of a copy of this program 
then look no further than this month's 
Subscribers' disk or contact: 
Ahmed Balfaklh 
Click Grafix 
Klara Park 168-13/5 
Jalan Burhanuddin Hulml 
Taman Tun Dr. Ismail 
60000 Kuala Lumpur 
Malaysia. 

Product Rating 91% GD 



GET IN TOUCH 

If you have discovered, or written, any PD, 
shareware or llcenseware that you feel is 
pretty special, then please send it In for 
review. If you are a shareware author, please 
send in the re^stered version of the program. 

Also, If you have any su^estions or 
comments about this section of the magazine, 
please write to: 

Graeme Sandlford 
Amiga Shopper 
30 Monmouth Street, 
Bath BAl 2BW 



GET TO THE TOP IN 
THE PD CHARTS 

If you run a PD library and would to tell the 
world about all the wonderful goodies that are 
simply bursting out of your disk boxes, send in 
a list of your top ten utilities and animations, 
in every Issue we Include the chart below 
to give our readers the opportunity to find out 
which products are popular with their fellow 
readers. If you want to tell us what your top- 
ten PD list looks like, write to: 

Graeme Sandlford 
Amiga Shopper 
30 Monmouth Street, 
Bath BAl 2BW 



TOP TEN PD CHART - ITS THE ONLY CHART THAT COUNTS 



This month we continue our quest to keep you up-to-date with the most 
popular PD at the moment. We give you a list of the top ten programs 



Saddle Tramps PD ^ 0709 888 127 



Relokick vl.41 



SnoopDOS 3 



Adress Print V4 



ST Utilities 2 



Filthy Lucre 



Amiga Help 3 



Virus Workbench V4 



DBase Collection 



Viewtek V2.1 



DMS Kit 



1 Lower Mill Close, Goldthorpe, Rotherham, 
South Yorkshire, 863 9BY. 



and disks that have been ordered from two PD libraries. It gives you a 
chance to see which programs are popular with your fellow Amiga-users. 



A1200 Only PD 



Image Studio Vl.Ol AGA 



Blackboard AGA Vl.O 



Magic WB 



Magic WB Extras 



Morphy The Magic Man (AGA) +HD 



Mand 2000D AGA 



Ben's AGA Tools Vol.2 



PPShow 4.0 



Aktion Replay Pro & DMS2 



Spectrum Emulator AGA 



23 Barn Way, Cirencester, Glos, GL7 2LY 
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New 



-^ p^vA^ 



a^G'^^ 




From the people who bring 
you Amiga Format comes 
the complete buyer's 
guide for your Amiga. The 
Amiga Format Annual 1995\s 100 
pages stuffed with more 
information than you'll know 
what to do with. 

There are 15 sections 
devoted to all the best Amiga 
hardware and software ever 
released. There's a look 
back at the highs and lows 
of the last year and 
there's Amiga Formats 
top 20 Amiga and CD32 
games of the year. 



On AF67's three festive 
Coverdisks are the 
excellent programming 
language AMOS 
Professional, the adorable Lion 
King, the speedy All Terrain 
Racing and the completely 
brilliant Sensible World Of 
Soccer, Once you've finished 
playing with them why not 
read all about how to get 
your game published and 
then turn to page 41 and try 
to win up to £1,000 by 
writing a game in AMOS 
Pro. And find out why 
Rise Of The Robots is 
the biggest turkey seen 
this Christmas! 



ty 




Amiga Format 67 

Amiga Format 

Annual 1995 

On sale now 



ASSEMBLER 87 



Assembler 



Part 5 



Toby Simpson is in for an absolutely spectacular exit in this fifth 
instalment of the long av/aited Assembler series. Thrilling stuffy this! 



Last month we wrote a program to show 
"Hello World" on the screen. Although our 
source code for this was considerably 
longer than the equivalent for a language such as 
C (three lines), or BASIC (one line), the resultant 
program was much shorter (and faster, although 
you wouldn't notice for such a pathetic program). 
This was our first Introduction to talking to the 
Amiga's operating system from Assembly 
language, in order to show "Heiio World" we had 
to open the "dos.llbrary", and use functions 
from within it. This month we'll be looltlng at 
libraries a little closer, and try to achieve 
something a little more spectacular! Our goal this 
time around is to open a window on the screen, 
wait till the Close Gadget is cllclfed on by the 
user, and then exit. 

To re-cap from last month, in Amiga terms, a 
library is a collection of sub-routines you can use, 
grouped by the type of thing that they do. In the 
same way that IBM-PCs have 'Microsoft Windows 
(TM)', the Amiga has 'Intuition'. Intuition is the 
name for the Amigas Graphic User Interface (GUI), 
or to put it in a slightly more understandable way, 
Intuition is responsible for the way you interact 
with your Amiga with the mouse and screen. 

The "intuition. library" contains functions for 
opening and closing screens and windows, as well 
as stuff for menus, gadgets and all sorts of other 
user-interface related goodies. If you're planning 
on writing any Amiga program with some sort of 
pretty interface, you'll be needing to work with the 
intuition library. So, how do we use it? 

Rrstly, just like we had to open the dos. library, 
the intuition. library has to be opened before we 
can use it. This is done by using the exec. library 
function "OpenLibrary". The code to open the 
library is almost identical to last months example, 
but with a different name called: 
lea IntHame.al 



moveq #$00,130; We don't care about *" 
version 

SYS OpenLibrary 

move .1 dO , IntBase 

beq ErrorOpeningLibrary ; Tbia is *" 
called if the library didn't open. 

In this example, we load the address of the 
label IntName into Al, clear DO, and then use the 
SYS macro to call OpenLibrary. IntName is defined 
line this: 

IntName: dc.b "intuition. library", 

When OpenLibrary returns, all being well, we 
have the Library Base, which is the magic number 
we need to quote whenever we call a routine in it, 
in DO. We store this result in IntBase: 

IntBase: del ; Intuition library base 

If the result was zero, which means the library 
did not open, we jump to the label 
"ErrorOpeningLibrary", where we would cope with 
it as required. So, now we have opened the library, 
how can we use it? The easiest way, is to write a 
small macro, to take some of the work off us: 

INT : macro 

move . 1 IntBase , a6 
jar_LV0\l(a6) ; intuition. library *" 
access macro 
endm 

You'll note that this is almost identical to the 
DOS and SYS macros we have already created. 
Having opened the library, we can use it. The 
easiest way to check it works, is to try the 
following: 

move.l #0,aO 
INTD i sp 1 ayBe ep 

DisplayBeep is an intuition function which 
flashes a screen. It needs to know which screen, 
and this is passed into the function in the AO 
register. Since we don't have any information 
about screens at this point, we pass in Zero. This 
means "flash a// the screens." 

You may be interested to know, that we can 
actually make the above code run faster, if we re- 
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wrote it like this: 

aub.l aO.aO 

INT DisplayBeep 

...both examples achieve the same thing. The 
second one subtracts the contents of AO from 
itself, which of course will zero the AO register. 

It is actually quicker to do this than it is to use 
the move.l command. Why is this? Well, let's look 
briefly at the code which is generated: 

207C0O0O00O0 move.l #SO0,aO 
9ice sub.l aO,aO 

As you can see, the second example is only 2 
bytes, where as the first is 6. We can see why, in 
the move.l example, the actual machine code for 
the instruction is 207C, the next four bytes are the 
value we're moving into AO. This is very wasteful. 
The second instruction requires no additional data, 
just the two registers in question, which is 
included In the 9108 machine code instruction. 

There are other issues when deciding how fast 
an instruction is. Its not just which is shortest. 
Certain instructions take a lot of time to run, 
whereas others are much quicker. Take these 
three instructions: 

C0FCDOD2 mulu.w #$02, dO 
DOdO add.w dO,dO 
S34e lal.w #S01,dO 

The first instruction takes considerably longer to 
execute than the second and third one. Indeed, on 
the 68000 processor found in A500s, the multiply 
instruction takes over 70 machine cycles, over 20 
times longer than the second instruction. And yet 
all three perform exactly the same operation: the 
first multiplies DO by two, and the second adds DO 
to itself, and thus multiplying it by 2. 

The third is a little more complex, and requires 
a brief explanation. The LSL instruction means 
"Logical Shift Left". What it actually does, is to 
shift a binary number left by a specified number of 
places. In our example, we shift the word value in 



MB = SQeeBeeB 
di « eeeeeaee 

d2 = HBCDHBCD 
RBCDRBCD 
RBCDRBCD 
RBCDRBCD 
RBCDBBCD 
RBCDRBCD 

H75F5D3C 
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r/i/s months listing can be used with last months coverdlsk. 



Devpac's powerful debu^er makes finding bugs Ina program much easier. 
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■table code 



rWs monthas been fully 
teated with Devpac. If 
you get any errors when 
assembling, you should 
check that you have 
typed It exactly r/£fit. 



— -- Main Progr 



ilflRT 



lea 
nawe . I 
SYS 

nooe. I 
beg 



IntKBnet|>c>.a1 

asae.ds 

OpenLlbrary 
da. I nt Base 
EXIT 



Intuit Ion. I Ibrary access no 



J Ue're not fussed uhlch oers 
Ha (ntultlon, anatlng. Hbor.^ 



DO left by 1 place. Let's assume DO contains the 
value 3. 3 in binary is: 

00000011 

I've padded the value with zeros to make it a 
full 8 bit number, a single byte. Let's shift this left 
by one, and put a zero in the new place which 
appears at the far left: 

00000110 

OK, work it out. You'll find, amazingly, that the 
result is 6. We've doubled the contents of DO. This 
works for any number, we can multiply it by 2 by 
simply shifting it left by 1. In fact, we can multiply 
it by any power of 2 (ie, 2, 4, 8, 16, 32 and so 
forth) with a shift instruction. 

LSL is paired with LSR, Logical Shift Right, 
which allows us to shift binary patterns right. A 
useful application of this, is dividing by powers of 
2. LSRing something by 1 divides it by 2. LSRing it 
twice divides it by 4, and so forth. In Assembly 
Language, you'll often find yourself wanting to 
multiply and divide things by powers of 2, and it's 
useful to remember that LSR and LSL are sizably 
quicker than the multiply and divide instructions. 

Bit pattern level instructions such as this are 
quite a complex subject, and we're going to look at 
these in much greater detail next month together 
with some neat examples of them in action. 

Anyway, back to our three instructions. The 
other catch is that the first one (the multiply) is 
much more obvious than the second and third, 
and is usually the one chosen by beginners. When 
you start making serious optimisations in your 
code without thinking, such as adding DO to itself 
to double a registers contents, or using LSL/LSR 
for multiply and divide operations, for example, you 
know you're getting there. 

We digress (but for a worthy cause, of course). 
Back to the point in hand. When we have finished 
with the intuition library, we have to close it. We 
do this just like we closed the dos library, with the 
exec routine "CloseLibrary": 

move.l intBase.al 
SYSC loseLlbrary 

So that's intuition library access in a nutshell. 
Time to do something more productive with it, like 
opening a window. Let's have a look at the 
definition for the OpenLibrary function: 

etmot Window *OpenHindoH{ atruct «" 
NewWindow *) 

DO AD 

We can see here, that we call the OpenWindow 
function with something in AO which the 
intuition. library uses to decide what our window 
looks like. All being well, a magic number is 



returned to us which actually points to intuitions 
window information for the window you've just had 
opened. If intuition fails to open your window, then 
zero is returned. 

Well, this is all very well, but what goes in AO? 
Well, this is where a reading knowledge of C is 
handy. I've viciously ripped the above definition 
straight out of the intuition. library autodoc file, 
which is available as part of the Amiga Developers 
ToolKit {Available from Commodore for 23 pounds, 
see last month). Although you don't need to know 
how to program C to program Assembly Language, 
it's very helpful, if only so that you can make head 
or tail of the official documentation, such as the 
Rom Kernal Manuals, or AutoDocs. 

Let's look at the gobbledygook (Goodness, I 
have not used that word for a while. I wonder if it 
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The program In actloni Opening windows Is a 
fundamental part of programming on your Amiga. 



still works?) line again: 

struct Window 'OpenViaiowi struct •" 
NawWindow •) 

This actually means "The function 
OpenWindow requires a pointer to a specially 
arranged block of memory, called a NewWindow 
structure. When it returns, it returns a pointer to a 
specially arranged block of memory called a 
Window structure." There. Easy. Sort ofl Anyway, 
don't be alarmed, Let's look at a NewWindow 
structure in a form that will be a little more 
familiar to us, Assembly Language: 

; — Thia iB the definition for our new window 

ShopperWindowi dew 100,100 ; Top Left Co- 
ordinates 

dew 320,100 ; Width and Height of Window 
dc.b 0,1 ; Detail and block pens. ••■ 
Ignored Kickatart 2+ 

del IDCMP_CL0SEWIND0W ; What messages "•" 



we want to hear about 
del 

WFLG_3IZSQADQET+WFI.Q_DHAGBAH+W7LG_DEPTHGWX3ST«" 

+WFLG_CU1SEGADGET ; Window Flags 

del ; Pointer to first Gadget on *" 

Window 

del ; ** Ignore this one 

del aw_WindowTitle ; Pointer to window •" 

title 

del ; Pointer to screen to open on 
del ; ** Ignore this one 
dew 50,50 ; Minimum Width and Height 
dew 640,200 ; Haximun Width and Height 
dew WBBHCHSCREBN ; Type of screen to ■*' 

open on. 

It is pretty well documented, so you should be 
able to see what happening here. We're asking for 
a window 320 pixels wide, 100 pixels high, 
starting at 100,100 on the screen, with a sizing 
gadget, a drag bar, a depth gadget and a close 
gadget. In addition, we're giving it a title, it is to 
open on the workbench screen, and the minimum 
size is 50x50. and the maximum size is 640x200. 
You can tweak the numbers in this months listing 
to see how things change, and if you delve into the 
include file "intuition/tntuition.i" you'll find the 
definitions for all of these, and much more 
information on the NewWindow structure. 

The really odd thing in the above is the 
definition "IDCMP_CLOSEWINDOW", commented 
as "What Messages we want to hear about". 
We're jumping quite far ahead here, by a good 
couple of months, but hopefully the listing is 
commented well enough for you to follow what is 
happening. We are asking for intuition to tell us 
when the user clicks on the close gadget. When 
the user actually does click on the close gadget, 
intuition sends us a message. 

This message arrives at a special place in 
memory called a Message Port. When we open a 
window and ask to be told about certain 
messages, intuition creates a Message Port for 
us. If you look in the listing, you'll see that we first 
wait for a message to arrive, then we receive it, 
reply to it and exit the program, after closing the 
window using the intuition function "CloseWindow". 

Next month we'll be writing some useful 
routines to help us debug programs, and see what 
is going on inside them, such as functions to 
output messages to the screen, show numeric 
values, and so on. 

We'll also delve inside logical operations, and 
revisit LSL and LSR, as well as their partners ROR 
and ROL (No prizes for guessing what these do), 
and some other goodies like ORIng, ANDing and 
NOTing! So stay tuned, we'll be programming the 
AGA hardware directly in no time! 

IWHY VfE USE A DEBUGGER 

If this isn't an obvious question, I don't know 
what is. The correct answer is, of course "Because 
we wish to find bugs as quickly and efficiently as 
possible." Despite having access to debuggers, 
it's amazing how many people will spend hours 
looking through their source code for bugs, instead 
of getting the computer to do the work for them. 
Lets illustrate with a small example. Type in this 
program: 

moveq #SOO,dO 
moveg #SOO,dl 
divu dO,dl 
rts 

...now assemble it and run it. But before you 
run it, make sure you have nothing un-saved in the 
background, as your computer is going to crash 
with a GURU error something like "80000005". 
OK, if you're awake the chances are you've already 
seen why this happened. We're loading into DO 
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and Dl, and then dividing one by the other, which 
as we're all taught in scliool is impossible. You 
can't divide anything by zero, and since your 
computer is no miracle worker, and it can't either, 
it crashed. 

If this error had been in a 50,000 line program 
with potentially a hundred or so divide instructions 
in It, it may take a fair while to find. Of course, it 
could be obvious, if it is, then you won't be 
needing help from Mr Debugger. 

If you run this program through a debugger 
Instead, such as MonAm (Which came with DevPac 
Lite on last months cover disk) then Instead of 
crashing, the debugger would have stopped 
executing the program when the error occurred, 
and will kindly point out exactly which line contains 
the bug in question. Rxing the problem should be 
academic then. 

So how do we run our program through the 
Debugger? Well, it varies depending on the 
assembler which you are using, but for DevPac 
Lite, Instead of selecting "Run" from the Program 
menu, we select "Debug" instead. We then have a 
considerable amount of options open to us, which 
we will introduce over the following months, but for 
this particular program, we can run It a line at a 



\ 
time using "CTRL-T" (Hold Control down and tap 

T). When we finally run the divide line, MonAm will 

say "Divide by Zero" and stop. We can see exactly 

which line in the program caused the problem, and 

fix it quickly. 

The moral of this story is, don't do work that 
the computer could do for you. Remember: 
Debuggers are there to help you. Personally, I 
don't leave home without onel 

Here Is a summary of the most common 
MonAm commands: 

CTRL-R Run Program. Execution will 

stop at the first break-point, or when a serious 
error occurs. (Break-Points are little markers you 
can place whilst debugging, we will cover them in 
much more detail in later issues) 

CTRL-Y Single step. This runs one 

instruction and moves forward to the next. CTRL-Y 
treats subroutine calls, using BSR and JSR, as 
one instruction, and does not follow the program 
Into them. This is useful when you don't wish to 
follow an Amiga Library call into the operating 
system. 

CTRL-T Single step. This works 

Identically to CTRL-Y, except It follows all BSR and 
JSR calls also. 



CTRL-Q Quit the program. This stops 

the current program you are debugging from 
running. 

CTRL-C Quit the debugger. You can 

quit leaving the program you are debugging 
running, but whilst you're still learning, it Is best to 
remember to quit your program properly using 
CTRL-Q instead. 

CTRL-S Skip the current Instruction. 

This passes over an Instruction without running it. 
This is a very useful debugging tool when you want 
to see what happens if a particular routine or 
instruction is not executed, or if you know an 
Instruction is going to crash the computer, but 
want to skip over It and continue regardless. 

Of course, this is nowhere near the range of 
options which MonAm gives us. For those, you'll 
need to buy the program and get the manual 
(which is excellent, and I'm saying that without a 
single bribe being passed on from HiSoft!). 

The two pictures show our program before we 
debugged it, and when we found the divide by zero 
error. You will see that all the information about 
the processor, including all register contents, are 
shown on the screen for us. For more information, 
call HiSoft on 01525 718181. © 



THIS MONTHS LISTING - OPENING A WINDOW 



tt^'Openliig & Window in Assembly Language" 



; Amiga Sbopper Assembly Language Course, ■*" Part V: 

; 

; Opening a Window using Intuition. library. 

; Tested with DevPac 3 and DevPac Lite. 

section HelloHorld, code 
EllTRY_POINT : bra. 8 START ,■ Call *■ start of program. 




! — Embedded version stringj .... 

VERSION: dc.b 0,"SVBB! window. asm 1.00 

; — Include files .... 

incdir "inc:" 

Includa "exec/exec. 1" 

include "exeo/funcdef . i" 

include "axac/exeo_lib.i" 

include "intuition/intuition. i" 

include "intuition/intuition_lib.i" 



(30.11.94)", 



You may *" not need this. 



; — Equates .... 
_EXECBASK! e(luS04 



; exec. library base. 



macro 



; — Macro Definitions .... 
SYS : macro 

move.l _EXKCBA3E,a6 

jsr_LV0\l(a6) ; exec. library accasB" 

endm ' 

INT: macro 

move.l IntBasa.aG 

jsr_LV0\l(a6) ; Intuition, library *" access macro 

endm 

; — Main Program; .... 
START: leaIntName(pc),al 

move.l #SO0,d0 ; We're not fussed *" irtiich version 

SYS OpenLibrary 

move.l dO,IntBase 

beg EXIT ;No intuition, amazing. Abort. 

; — Attempt to open our window 

lea SbopperWindow(pc},aO 

INT OpenWindow 

move.l dO.WindowHandle ; Store window w pointer 

bog ST_NoWindow ; Couldn't open •"window, close int and exit 

; — Wait for a message to arrive .... 
ST_WaitHessage : move . 1 WindowKandle, aO 
move.l wd_DserPort{aO),aO 



SYS WaitPort ; Await news... 
; 

; — A possible message, process them all .... 
ST_GetKessages: move.l WindowHandle,aO 

move . 1 wd^DserPort (aO ) , aO 

SYSOetHsg 

tst.l do 

beg.B ST_WaitHessage ; No message, go •'back to waiting 

; — Got a message, since we're only •" listening for 

IDCMP_CLOSEWIND0W , 

; it can be nothing else, so reply and then"' exit: .,.. 

move .1 dO , al 

SYS HeplyHsg 

; — All done, close window and exit .... 

move . 1 WindowHandl e , aO 

INT CloseWindow 
I 

; — All done now, so close the library and** exit .... 
ST_NoWlndow: move.l IntBaBs,al 

SYS CloseLlbrary 

; — Now guit this program 

EXIT: moveg #$00, dO ; Exit program, no error. 

rts 
) 

; — Data for this program . 

intBase: del ; Space for Intuition library base 

intName: dc.b "intuition. library", ; Intuition library name 

WindowKandle: del ; Our window magic •'number 

. — This is the definition for our new window 

Shopper Window: dew 100,100 ; Top Left Co-Ordinates 

dew 320,100 ; Width and Height of Window 

dc.b 0,1 ; Detail and block pens. •'Ignored Kickstart 2+ 

del IDCMP_CL0SEWIND0W ; What messages we want to hear about 

dc . 1 WFLG_9IZEQADGET+WFLG_DRAGBAR+WPLQ_DEPTHQADQBT+* 
WFLG_CLOSEGADGET ; Window Flags 

del ; Pointer to first Gadget on Window 

del ; *• Ignore this one 

del aw_WindowTitle ; Pointer to window title 

del ,- Pointer to screen to open on 

del ; *• Ignore this one 

dew 50,50 ; Hlnimum Width and Height 

dew 640,200 ; Maximum Width and Height 

dew WBEHCHSCREEN ; Type of screen to open on. 



— Our window's title; 



sw_WindowTltle: deb "A window of hopel'iO 



; •** END OF PROGRAM *** 
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This month we have a bumper crop of letters 
on a wide range of subjects, so let's get 
straight in with a letter about the 
mariteting of the Amiga... 

MARKETINO MANIA 

I have read with much Interest over 
recent months the su^estEons 
regarding how the future of the 
Amiga can be assured. IVIany of us 
would agree that the machine has 
been appealingly marketed in the past. Our 
beioved Amiga didn't deserve Commodore, but 
unfortunately It got Commodore! However, while 
the idea of a massive worldwide marlteting 
campaign Is enticing, we surely must take a step 
back and examine the practicalities. 

Which ever bid succeeds - and I hope to God 
it's decided by the time you read this - should 
result In a significant Influx of Investment; that 
the Amiga desperately needs. However, we 
cannot expect a bottomless pit of money to be 
thrown around on worldwide advertising In an 
attempt to steal a share of the PC market. Not 
only would that be extremely expensive, but what 
would It achieve? 

From a business pint of view, 90% of the 
world's desktops have a PC sat on 'em, and If 
you think employers are going to throw all this 
gear away because of an Amiga advert, then I 
surest your rose-tinted spectacles need 
cleaning. The Amiga has to find Its niche 
elsewhere. It has to create Its own market, and I 
would suggest that this Is nowhere more 
dramatic than In the home. 

It Is clear that the PC is beginning to Invade 
the home market, which has historically been the 
Amiga's stronghold. PCs come as an Integrated 
package at a dirt cheap price; very tempting for 
the computing newcomer who Is unlikely to 
consider that he'll subsequently have to pay 
£200 for any decent software. A friend of mine is 
considering buying a PC at the moment, i 
suggested the Amiga, saying: It was cheaper 



Introduction; you can plug It Into your TV until 
you can afford a decent monitor; It's fully multi- 
tasking; and the operating system Is a breeze 
compared to Windows. "Sounds great", he said. 
"Can It run Word?" "Er... no" I suspect he'll go 
for a PC. 

Given this rather desperate state of affairs, 
how does the Amiga fight back? Well, I guess the 
most important thing to do Is consider where the 
best potential. Graphically, the Amiga Is pretty 
much unbeatable. Commodore's replacement 
should use the fact that Amigas are the 
computer of choice for Hollywood special effects 
men and have been used In the making of 
blockbusters like Jurassic Park and Disney's 
Aladdin, as well as Star Trek, Sea Quest DSV and 
of course Babylon 5. 

By directing limited advertising in the right 
areas, say for example magazines dedicated to 
the expanding camcorder market, the Amiga can 
start to find Its feet again. Another more general 
area where the Amiga Is strong Is the (dare I say 
it) multimedia arena. Imagine the rumoured 
A1800 (that's and A1200 with built-in CD ROM 
drive) bundled with Scala for £350. The potential 
is mind-boiling, particularly as Scale are moving 
into interactive TV. In a loose partnership, both 
companies could become household names, 
which can't be bad. 

The Amiga is not a PC and is unlikely to ever 
beat the PC in terms of numbers sold, but that 
doesn't mean the Amiga has to die. It Just has to 
adapt and find Its own way. If it doesn't, if it tries 
to take on the PC, then it will suffer the same 
fate as the Betamax video format In Its battle 
with VHS - and remember, Betamax was a 
technically better system too. 

Jamie Winter 
Waterloovile, Hants 
As you say, the Amiga is definitely technically 
superior to IBM compatibles in many ways. You 
don't have to comply to a 10 year old CPU 
architecture, for a start. 

You can have the best product in the world but 



if you don't let people know about it, nobody is 
going to buy it. That's why it's very important for 
the new Commodore to get out there and start 
pushing the Amiga forward, as well as investing 
significant sums of cash in research and 
development. New models of Amiga? Who knows? 

GENERATION GAPS 

Your magazine Is the one I prefer among the 
others so I've placed a subscription of which I've 
Just received the first Issue. 

The reason i write is to give my point of view 
about the next generation of Amigas. First, let's 
consider the facts: the feat CBM Intel died some 
months ago. Why? I'll give you my answer: a 
great computer Is useless without great software 
(or without software at all!). Well, this rule 
applies to others: Remember the Sinclair QL, the 
Apple II GS (for graphics and sound). The Next 
computer, the Acorn Archimedes? 

All these computers were great but most of 
their manufacturers didn't think about software. 
So they went down the drain. Note this also 
applies to some kind of software. Think about 
why MS-Windows Is so successful and why OS/2 
(from IBM) Is only selling a tenth of Windows! 
Well, Windows didn't sell so much until Microsoft 
releases Word, Excel and the rest. For sure, 
without these two 'hits', Windows would have 
been another unsuccessful attempt... Well, I feel 
very clever to understand that rule of thumb 
while so many Important bosses didn't. Huh? 

Consider also the console world: In France, 
the CD32 Is almost unknown. Kids only 
understand 'Sega' and 'Nintendo', they don't 
understand the meaning of 'copper'. Fat Agnus, 
Multitask, or ISO 9660. They buy a console 
because they've seen great games at their 
friend's home. 

They first remember the name of the game 
and second the name of the console. Weil, these 
console are common nowadays because both 
Sega and Nintendo have powerful software 
departments so they released a 'ready to play' 
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product: both the console and the games. 
Trouble with CBM is they haven't such 
department and you have to wait the Information 
is available to programmers before you start 
having games In the stores. It's almost the same 
thing with 3D0 and Jaguar In France while the 
Playstation has a bright hiture since Sony Is 
already prepared to make games. 

So Amiga UK Is now on two marltets, console 
and computers: they should have at least the two 
corresponding software departments: games and 
serious software. Now let's see the programmer 
situation. You can't develop software without 
programmers. The Amiga Is fairly complex 
machine that needs a lot of documentation for 
proper programming. As OS and chipset are 
(were) often changing, It's Important to supply 
everyone interested In programming the docs. 
There is very little literature available compared 
to PC/MAC. 

Moreover, It's extremely expensive (i.e. 
autodocs, RKIVl...). Why not edit books for the 
tteginner and advanced up-dated with every OS 
release? I hope that with the increased 
avaiiability of CD ROM players, Amiga UK, will 
make widely available throughout this media 
tutorials, examples, docs, compilers, assemblers, 
debugging tools and that kind of stuff. Make 
programmers and you'll get more programsl 

Let's talk now about the hardware I think the 
Amiga should have in the next generation. Rrst, 
as there will be no machine before 18 months, 
Amiga UK should enhance the A4000T with: 

• a 68060 processor with optimised memory 
access (+cache memory?). 

• a DSP 

• a CD-player of coursel 

After all, in the PC Industry, the Pentium is the 
hottest thing for one year or two. The DSP will 
follow the CD-players. These enhancement should 
lead to the release of OS version 3.2. 
The CD 32-»- should be a console with: 

• 2Mb of fast RAM (total of 4 Megs). 

• a DSP. 

• RS 232 serial link (to play head to head 
which is much more exciting than playing alone, 
take advantage of the CD player with a normal 
Amiga). 

• or better a low cost modem to play head to 
head through PSTN. 

I think that the 680X0 Amigas should not 
disappear. Many people are not involved in Image 
calculation. They only want word processing, 
spreadsheets, games and multimedia. The power 
of a 68040 + DSP +Amiga chipset is enough for 
that purpose. Moreover I think it would be 
dangerous to get rid of the 6800 software 
available for the Amiga. 

The Amiga isn't strong enough for that. Apple 
is taking the chance but the PC industry probably 
won't change as fast because you don't play with 
a multl-billlon business. Finally, I don't think that 
RISC 680X0 emulation will cope successfully 
with every program (most games). 

Second, the RISC machines. In my opinion, 
the best choice is the Hewlett-Packard HP-PA 
series. These processors will be available in 
various flavour If there is demand: multimedia 
processor, and above all Intel X86 emulation 
(giving MS-DOS and Windows emulation). The HP- 
PA already support Windows-NT and Next 
operating systems. 

So, if the next Amiga is designed with 
emulation in mind they cold become the state of 
the art emulation platform. (Maybe it is already 



with emplant!). That way, software shouldn't be a 
problem. As far as I am concerned, my next 
purchase is related to that fact. 

• DSP should also be included with great 
software support (musical synthesizer, FAX, voice 
recognition, graphics & sound de/compression, 
number cruncher, games ...). 

• Support for FIJ^SH memories would be 
great allowing easy OS update (still expensive 
today, but within 18 months?) 

• an I/O Infrared link would be very nice 
allowing real use of the computer as a 
multimedia system. The FMV video player could 
be controlled from the sofa. Links with printers, 
HP-calculators, Amigas of alien computers 
(palmtops, organisers: no annoying wires!), VCR 
(for tape editing) would be possible. There is 
already a standard defined for this link It should 
be available on some computers very soon. 

• Modem/Fax should be supported with low 
cost extra hardware. 

• Ethernet (serial link lOmbits/s and more?) 
should be made standard on mld/hl^ end 
professional / since computers. 

• 16 bits sound support (in and out) as 
standard. (With low cost DELTA-SIGMA 
technology found on most CD-Audio players). 

• Better monitors supports for mid-hi^ end 
Amigas. There are not may monitors compatibles 
with all the graphic modes unless you have a 
flicker fixer. 

• Last but not least: games support should 
be given so that you don't have to reset the 
computer each time (before and after!) You want 
to play. At least, there should be support for 
people who persist In hardware banging so their 
software works on every Amiga model, present 
and future. 

Alex Boyen 
Mennecy, France 

Although Commodore's hrture Is not clearly 
established yet, it is now reasonably sure that 
there will be one. So, it Is a good question to 
wonder about the dream Amiga. Furthermore, we 
can be confident that the new buyer, having seen 
where and how Commodore felt, will have a keen 
ear on what their very loyal customers say they 
want as Amigas. 

What is important In a computer - apart trom 
the software you will win on It? Price, 
expendabillty, OS and ease of use. The latter two 
are rather well done in Amiga technology, though 
a multi-thread OS would be a lot better. We don't 
need virtual memory so much: RAM costs even 
less and less and virtual memory slows down 
things too much (It should be available 
separately. Just as well equipped range of 
computer. Today, there Is a price gap between 
the A1200 and the first 4000. 

Jean-Pierre Rivere 
Paris, France 
It seems that French Amiga owners have a firm 
vision of the future, judging from these two letters. 
For more details of the current state of play with 
the Commodore buy-out, check our news pages, 
starting on page 4. Don't forget our cover feature 
this issue, which is about the rise and fall of 
Commodore. It starts on page 8. 

BLEEDIN BUZZARDS! 

I'm a subscriber to your great magazine. Having 
read the Nov (43) Issue with my usual interest I 
came across the review of the Blizzard 4030 50 
MHz accelerator for the 4000. This interested me 



as I've recently purchased a 4000/30 and would 
like to increase the speed slightly (although I'm 
beginning to think that a third party graphics 
board would make a more noticeable difference 
In speed ). 

Your review of the aforementioned board is 
ummmm rubbish... as is the data for comparison, 
which I assume must be a mis-print. If you look 
at the graphs for comparison you've got a 25MHz 
030 going foster than a warp engine at 33 Mhz 
and a 50 Mhz 030...What r u on? It's 
Impossible.. ..you even say this yourself... 'The 
68030 fitted to the Blizzard runs at a nippy 
50MHz, but It still can't get close to a 25MHz 
68040'...not what your graphs say! 

In foot, I can't see what the graphs 
show.... unless the red bars are the 33MHz 68040 
Warp board..the purple one's the 50MHz 68030 
and the green are 25MHz 68030. 

Any chance of you sorting this out are 
reprinting the correct figures? No doubt Blizzard 
would have a few things to say about the review, 
as you are the first mag to do so... (You may 
have done this in the Dec issue, which I see is 
available in the shops yesterday... when I get my 
subs issue through the post I can see... always 
seems to arrive in the shops eariier than the 
subscription issue.. .WHY? It doesn't matter 
where I am. In Bristol, Portsmouth or York...they 
never arrive before the shops get them!) 

Oh well, back to simulating Atmospheric Gravity 
Waves.... 

Best wishes, 
Jason Brown 

Ahem. Unfortunately, we did get the figures mixed 
up on the Blizzard 4030 review. It's ali John 
Kennedy's fault. Honest. I'll sort him out later. 
Actually, you are only half right. Putting the 
memory on the CPU card only makes a real 
difference if you are using a 68040, as this has a 



AIBB Test 

\^,' CemmoderH 6&030 (2&MriiJ 

B Wd>p Engina (33MHi] 

■ Blliu,il 4030 iMrlie (SOIVtHx) 



JLJir It 



lntAg*r Oraphlcs Floating Point 

(All I.iull. ion,piirad Is Camnndo. ISMHl 6HIU0 lord) 
(Laraar •oust Die heller} 
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LETTERS 



SKINT AFTER XMAS? WOULD £25 HELP? 



Personally I don't really bother with all of this 
Christmas lark, but I'm reliably informed that 
quite a lot of other people do. In fact, I also 
hear rumours that some people spend quite a 
lot of money on things such as presents, etc. 
So, in the interest of spreading peace. 



joy and sums of money around the world, we 
are offering £25 for the best letter we print 
every month. 

Fancy getting hold of this dosh? You'll need 
to write a good letter, so here's a few things we 
are interested in hearing about. 



Tales of Bacchanalian overindulgence 

The new owners of the Amiga 

What your granny got you for Christmas 

The dream Amiga 

What the new year will hold for the Amiga 



serious bottleneck with motherboard memory. With 
a 68030 (such as the one fitted to the Blizzard 
4030), the difference would not be that profound. 

Anyway, on these pages you will find the 
graphs as they should have looked. Apologies for 
any confusion caused. 

I CLAIM MY £5 

Did anyone else spot Colin Proudfoot at the FES 
on Friday? 

He was mooching around the Amiga stand 
(Incidentally, why was the stand called Amiga, 
but yet they were giving away bags with 
Commodore on them? I thought Commodore were 
no longer In exlstencel) 

I approached him and said, "It Is Colin Isn't 
It?" He replied, "Yes" shaking his hand, I said, "I 
didn't expect to see you here!" I then went on to 
say that we were all rooting for him and David 
Pleasance, and that we hoped they won the bidl 
He said "Thanks very muchl" 

Although the "Amiga Vs Pee Cee" debate Is 
old news now, I've Just got to say thisi On the 
Pee Cee stand, all they could show all day was 
DOOM, whilst on the Amiga stand, Andy Bishop 
was giving a stonking UghtWave/PAR display! 
Who's the games machine now theni 

Mat Corner. 
Welwyn Garden City 
P.S. Why was Nick Veltch yawning all throughout 
the Q/A session? 

Colin Proudfoot and various other luminaries of 
Commodore UK were wandering around the stand 
at various times. Indeed, David Pleasance joined 
us on the Amiga stage in one of our question and 
answer sessions, and people from Commodore 
were on hand to answer questions throughout the 
show. Cheers, chaps. We had some good sessions 
with some very good questions. 

PS - Nick Veitch was yawning throughout the 
Q&A sessions because he had a hangover. Take it 
as a lesson. Drink too much beer and you could 
end up looking like him... 

PASSE PHOTOSHOP 

With the Imminent release of this new art 
package "Photogenlcs," which from what I 
gather, is supposed to be an "Adobe 
Photoshopesque" art package, ft got me 
thinking. 

When "Pagestream VS" was released, people 
were led to believe it was "Quark XPress" for the 
Amiga, and all the write ups (not reviews) In 
magazines were plugging It's features and saying 
that It might even be the best DTP package on 
any computer. Wowl 

I even had a hardened Mac user come up to 



me after talking to him about It, and say: "That 
new DTP package you were on about. It can't be 
as good as Quark, can It?" It got him thinking! 
But as It turned out. It wasn't. (Damn!) It looked 
the part, Just didn't play It, that's all. 

The point Is, why are there so many missed 
opportunities with Amiga S/W? Pagestream had 
the chance of making Amiga S/W respected a 
little more. But it's premature release only hurt 
the reputation of Amiga S/W even further. 

It's not as If the Amiga Isn't capable of 
running such applications that are available on 
say the Apple Mac, and let's face It, Mac S/W 
beats Amiga S/W hands down. (With the obvious 
exception of UghtWave/imageFX etc. of coursel) 
I sincerely hope, when "Photogenlcs" Is released, 
It is: 

A. Rnlshedl (Unlike "Pagestream V3I") 

B. Isn't fraught with bugs. (Unlike 
"Pagestream V3I") 

C. Does what It says It's going to do, and 
what everyone expects it to do. (Unlike 
"Pagestream VSI") 

D. Is as good (no, even betterl) Than "Adobe 
PhotoshopI" 

Another thing! I know this Is a serious-only 
mag, but why Is It that SimClty 2000 for the 
Amiga Is very slow? The Mac has the same 
processor as the Amiga, has no custom chips 
helping out, a nice looking, but clunky OS, and 
yet. It's still faster than the Amiga version, why? 
It has no reason to l>e - was the Amiga version 
rushed? 

It's no wonder Amiga S/W Is scorned upon, 
developers are expecting miracles when It comes 
to sales. What developers should (and may 
already do) Is not to simply look at existing 
Amiga S/W when benchmarking against their 
own release, but to look and compare with S/W 
on different platforms. The Mac Is a good 
platform for this, because It's S/W Is so 
professional looking. (Pity It's so expensive 
thought!) 

Matt Gomer 
Welwyn Garden City. 
For a closer look at Photogenlcs, check out or 
review on page 28. I agree with you about 
Pagestream. Although there have been a number 
of patches to the program, it is still rather 
unstable and many people (including myself) have 
been disappointed. 

We went into the reasons why Soft Logik 
chose to release the program as it is in our 
feature on the program in issue 43, so I won't go 
over them again. Suffice to say that although 
Pagestream 3 promises great things, it has not yet 
managed to deliver. 



Photogenlcs over Photoshop? Well, given that 
Photoshop costs a lot more (around £580 against 
around £60 for Photogenlcs) and has rather more 
upgrades than photogenlcs, I think it would be a 
little bit overambitious of Almathera to start 
challenging Adobe at their own game yet. However, 
it does look pretty good... 

FILL 'ER UP! 

I'm interested In the AMOS game 'High Octane' 
which was briefly covered In Amiga Shopper Issue 
43 by Simon Green In his AMOS Action column. 

The article mentioned the names of the 
authors, and how to obtain the game and source 
code. However, I didn't find any address to send 
my request to. Could you please supply me the 
address where I can obtain their program? 

Yours sincerely, 
Jan L4ibbers 
The AMOS PD game "High Octane" should be 
available from any good PD library, or from any 
decent BBS, If you are on the Internet, you should 
be able to find it on any one of the Aminet sites. 
The UK Aminet site is at FTP.D0C.iC.AC. UK. The 
source code to the program is only available 
directly from the programmers. 

Details of how to contact them are included 
with the game. This is probably also a good a time 
as any to tell you a few other things about Amiga 
Shopper. As of next month, you will see a few 
changes in this magazine, for a start, you will 
notice two disks on the cover. 

These will contain the best serious Amiga stuff 
that we can get our hands on, including full 
commercial programs, PD and Shareware and 
programs and files to help you get the best out of 
both these coverdisks and those on Amiga Format. 

Not only that, but we are also going to be 
printed on glossy paper. We will continue to 
concentrate exclusively on the serious side of the 
Amiga, with the same mixture of authoritative 
reviews, excellent tutorials and stonking 
supertests that make Amiga Shopper the worlds 
most fab serious Amiga magazine. 

Plus, we will also be carrying extensive 
tutorials on how to get the most out of your 
coverdisks. For instance, next month we will be 
giving you the full gen on AMOS Professional, with 
10 pages of expert advice on how to use this 
powerful programming language. Stick around. We 
think you'll like what you see. (^ 



CONTACTING THE 
TALKING SHOP 

To add your contribution to any of the 

debates going on in this page, send your 

letters to : 

Talking Shop 

Amiga Shopper 

30 Monmouth St 

Bath 

Avon BAl 2BW 

Alternatively, you can E-Mail them to : 

Letter8@Amshop.demon.co.uk (Internet) 

2:2502/129.1 (FIdoNet) 

240:370/0.50 (MercuryNet) 

All letters received at these addresses will 

be considered for publication unless you 

specifically advise us otherwise. 
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COMPO 



Win one of six copies of Pliotogenics! 

Plus 50 T-shirts to be y^on! 




Fancy getting creative with your Amiga? We've got six 
copies of Almathera's excellent paint and image 
processing program to give away, plus fifty fab 
"Photogenics" T-Shirts. Sounds cool? All you need to do 



to stand a chance of winning one of these prizes is to 
answer the following questions correctly. Simply put your 
answers on the back of a (preferably wild and wacky) 
postcard and send them to the following address: 



I'm very Photogenic 

Amiga Shopper 

30 Monmouth St Alternatively, you can send entries by E-mail to: 

Bath Photogenic@amshop.demon.co.uk 

Avon BA1 2BW 2:2502/129.1 

Don't forget to include your name, address and telephone number. 

THE QUESTIONS 

1 - Which company publishes Photogenics? 

2 - How old is Paul Nolan, the author of Photogenics? 

3 - Photogenics cannot load JPEG files. True or False? 

All of the answers to these questions can be found somewhere in our review of Photogenics on page 28. 
This competition closes on February 10th 1995. All the usual competition conditions apply. Have a nice life! 



The ivffiners are... 

We have two competitions to announce the 
winners of this month. 

For our Lightwave competition, the two 
copies of Lightwave go to: N Connoly and M 
O'Connor of Dublin. 

The other prizes of DKB Megachip 
boards go to M Sanford of Inverclyde and R 



Swingwood of Colchester. The five copies of 
the excellent Lightwave Collection from the 
24 Bit club go to: N Connoly and M 
O'Connor of Dublin, S Etchells of Edinburgh, 
M Woodward of Stalybridge and Steve 
Bowman of Colonge. 

The ProGRAB 24RT competition 



elicited an extremely good response, but 
there can only be five winners in the end. 
Congratulations to: Chris Henden of 
Newport, David Ledger of Canvey Island, 
Alfredo Martins of Portugal, A Pike of Bury 
and Chris Foote of Surrey. Your prizes will 
be on their way shortly! 
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PROPUCTS 
PROM 



PEVEIOPMBIMT' 



SAi.ES HOTgiMB 




* COMPATIBLE WITH ALL AMItSAs 

* HiaH aUAllTY SONY® DRIVE 
ROBUST METAL CASE 

* ANTI-CLICK AS STAMDARD 

* SWITCHABLE ANTI-VIRUS 
ENABLE/ DISABLE SWITCH ' 
LOW POWER CONSUMPTION 

* THRU PORT FOR EXTRA DRIVES 
' 2 YEAR WARRANTY 



1MB Floppy PRiVE 



PACK 

gUARAHTee] 



2VEARJ 



UKDEUVERVJ 



AMJGA1MB 
DRIVE 



CODE: W1 00 




Ai^OP 8MB RAM BOARP I'lL'H.^fJ!. 



Almost 
POUBLES\ 

me. SPEEP OF 

YOUR AMIGA 



WORKS WITH ALL AMIiS A raOOs Mmjm^^ O M»a^ t» M MM S#*JI 

• AVAILABLE WITH O, 2, 4, 8MB AtZOP 8MB RAM BOAi 

OF Sa-BIT RAM INSTALLED 

• USES STANDARD 7 a-PIN SIMMS * 0-4 MB IS PCMCIA COMPATIBLE QMB 

• OPTIONAL PLCC TYPE FPU *'"** overdrive hd/cp at the same time} ^ 
(FioATiMa POINT UHiT) * ZERO WAITE STATE DESIGN 2MB 
BATTERY BACKED CLOCK * a YEAR WAR RANTY AUKD 

• INSTALLS IN MINUTES 33Mhz If. L Ji|^2l iH^SSS ^""° 

• ^nsIallati^n"^'''"'^''^'' c^LfffSfS^IB^lBa 8MB 

INSTALLATION amitek hawk boards- ■ -w-^ffi^'f-w-is^-f' »#iw«fc-r 



8MB 



Kewi 



aS^K OR I4.4K BAUD 

V3J, vggBis. vaa, VS3, vst 



.^- 



BABT APPROVED 

REaVIREO FOR USE OH A BT UME 

MNP as AND V4a, V4aBlS 
SYNC & ASYNC OPERATION 
GROUP 1-3 FAX TO I4.4K 
FULLY HAYES COMPATIBLE 
MODE DESCRIPTIVE LEDs 
a YEAR WARRANTY ' 



BABT , 

APPROVED] 



-UNK TURBO MOPEMS 



All AMIitAs 



* SUPPLIED WITH CABLE & S/W 'XA Alt 

(M-COMM for AMIGA) l-*.-»l\ 

• tfP FAX OPTION FOR JUST £3S nn mS 



YOUR AMIGA ' MORMAtlY £39.99 






GP FAX -Amiga S/W 

Special price when 

bought virith a modem 



MONEY 

BACK 

S^^fJANTEBl 



* ULTRA SMOOTH 400DPI 
RESOLUTION I 
MICRO-SWITCHED BUTTONS 

* AMIGA/ST SWITCHABLE 
IDEAL REPLACEMENT FOR YOUR 
NORMAL AMHSA a60DPI MOUSE 



MICE & MATS 



FREE, 



400dpi 

MOUSE 



OPTICAL , 
^MOUSE 



HIGH QUALITY 
MOUSE MAT 



FOR 
ALL AMIGAs 



ULTRA SMOOTH OUALITY 

'^'TICAL MECHANISM 

BALL TO CLEAN/REPLACE 

MICRO-SWITCHED BUTTONS 
JD MOUSE MAT INCLUDED 
MHA/ST SWITCHABLE 




* HIHH aUALITY - LOW PROFILE 
DESHSNS 

* LOW CHIP COUNT TO IMPROVE 
RELIABILITY 

* ALL BOARDS INSTALL IN MINUTES 

* a YEAR WARRANTY 



AS00/600 RAM BOARPS 



MOHEY 

BACK 

\GaARAHrS£\ 



UKDELIVERV^ 



■ 


NO 
CLOCK 1 

WITH 
CLOCK 1 



A500 A500+ A600 



£19.99 I £^9.99 I £19.99 
£24.99 1 ^. J ^39.99 



0/ie. OPUS s 

SIMPLV THE BEST FILE MANA6EMENT 
SySTEM AVAILABLE ON THE AMIGA. 



EASY LBDHER S 

FULty INTERGRATED ACCOUNTS 

SySTEMWITHGENERALLEOeER, 



VERSION S - E)UE LATE DECEMBER ' "EBTORS LEDGER, CREDITORS LEDGER, 

''"p^S.'Sn'pVnVr'' SlNTKiTRuTA'sMA^f 

«P,'^^^^^^?i^,^'^^'°iL^' BUSINESS WITH AN AMIGA. 

CALL FOR V6RSI0N 4 TO 5 ivBz-f.iMBANiiHmDisKeEauiREi*. 

UPGRADE DETAILS. AMIGA FORMAT GOLD - 94% 



BREAKS NEW BARRIERS IN POWER 

FEATURES AND OPTIONS. 

CALL FOR VeRSION 4 TO 5 

UPGRADE DETAILS. 

£49.99 



£f99.99 



4iP FAX 

ALLOWS you TO SEND AND RECEIVE 
FAXES USING VOUR MODEM. EVEN 
ALLOWS you TO PRINT FROM VOUR 

APPLICATION (FINAL WRITER, 

WORDWORTH, PAGESTREAM ETC.) 

DIRECTLY TO THE FAX DEVICE. 



£39.99 



oHYPBKCACHB 2 

IF YOU HAVE GOT A HARD DISK you 

MUST GET THIS! IT ALLOWS YOU TO 

DEFINE SOME OF YOUR RAM AS A 

CACHE AND CAN INCREASE THE SPEED 

OF HARD DISK READING & WRITING BY 

UP TO 2200%. ALSO WORKS ON 

FLOPPIES & CD ROMS 

m 2+ REQUIREB. 



£24,99 



tMAHE FX 2 

QUITE SIMPLY THE BEST GRAPHICS 

PROGRAM ON THE AMIGA WITH 

HUNDREDS ON NEW FEATURES LIKE 

LIGHTNING BOLT GENERATORS IN 

VERSION 21 VERSION L5 AT A NEW 

LOW LOW PRICE. 

VERSION L5 £99*99 

confc vv30'i 

VERSION 2.0 £989.99 



as DAY MONEY BACK GUARANTEE 



jr not 100% satisfied with your purchase, you can return the product within 28 days of receipt for a refund. 



01322-272908 

, BKTWEEN 9AM AND SPM, MONDAY TO FRIDAY^ TO PAY BY ACCESS OR VISA. 

TO PAY BY CHEUUE OR POSTAl ORDER PlEASt RETURN THE ORDER FORM 

TO- WIZARD DEVELOPMENTS, PO BOX 490, DARTFORD, KENT, DAI 2UH 

WtZARP 

PRODUCTS AT DOWN TO EARTH PRICES 
OUR BUYING POWER ENSURES PRICES AND DELIVERY 

WE PROVIDE PRODUCT SUPPORT 

TRAINED STAFF TO PROVIDE THE , 

OF SALES AND TECHNICAL SUPPORT ' 

ALL PRICES UK CARRIAGE 

THE PRICES SHOWN ARE 
All prices include VAT and carriage within the UK mainland. All products are subject lo 
availability. E&OE. Advertised prices and speciticatior may change without notice 
Please allow 21 days for delivery - subject to stocK availability. 
Please ailow 7 working days for cheque clearance. 




Please send me the following (please quote the codes shown in advert). 
Product Code Description Price 



Name 



Address 




Post Code Phone No. 
CHEQUES SHOULD BE MADE PAYABLE TO WIZARD DEVELOPMENTS. 



What really happened to Commodore 
International? Why did they go into 
liquidation? What has happened 
since? Where is the Amiga going? 
Find out the answers to all of these 
questions on page 8. 






Is the V-Lab Motion the last 
word in non-linear digital 
video editing? Or is it the 
Betamax of the nineties? 
We investigate on page 18. 



3D is a doddle with the latest r^^^ 
instalment in our series on the 
basics of 3D with Mojo of Foundation 
Imaging. The people responsible for 
the stunning graphics in Babylon 5 
let you in on a few professional 
secrets on page 32. 



Problems? You've got 
them. Answers? We've 
got them. Turn to page 
49 for our solutions to 
your Amiga problems. 





Which graphics 
program could turn 
you into a 
IVIichelangelo? 
We investigate three 
new programs, 
starting on page 26. 



